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• Controversy reigns over EA temporarily shelving John 
Madden '94 and their other sports titles. Find out what you 
can do about it. First news on the new Street Fighter tl 
comic plus more on the amazing The Secret ofMana. 
Catch up on the games that are setting the Far East alight 
and win yourself a fortune in a vast array of competitions 
and challenges, If you want to be up to date, you better get 
over to page six — now! 
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■ THIS MAN PLOTS THE DEATHS 
ELPLESS CREATURES... 

He drowns them, tortures them with 
raging lire, drops them from great 
heights — and if that fails he blows them 
to smithereens. Find out what makes a 
man like this tick in our exclusive report 
on page 20 
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• Your chance to change your life for less than £20. Better 

hurry though, the offer can't last much longer. 



Complete Solution 78 



• The most comprehensive tips section of any magazine 
and an unmissable read for all serious game ians. This 
month it's the final installment of our Shadowrun solution 
plus a step-by-step guide to complete success at the 
stunning Konami shooter Pop 'N' Twinbee — not to 
mention all the latest cheats h hints and codes. 



• Go behind the scenes with our exclusive work in 
progress report on Gametek's platform puzzler, Has it got 
what it takes to beat Lemmings? 
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• The sequel to the brilliant Super Putty is only 15% 
complete but System 3 gave SNES FORCE a sneak peak- 
Find out how it's shaping up. 
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• Who has I he illustrious Chnstmas number one spot. Can 
Flashback beat Zelda? Has Sensible outscored Mario Karf? 



Letters 



• Stuck in a rut? Is a game getting you down? The Code 
Collection has the answers to your gaming needs. 



Personal Services 90 



• Whether you're looking for a bargain or want to make 
some cash out of unwanted presents, this is the place to be. 



Directory Enouiries 92 



• The ultimate reference guide, essential for serious 
shoppers and New Year bargain hunters. 



• Your opportunity to air your views on anything in the 
Super Nintendo universe plus a chance to win a Top 
Fighter Arcade joystick, £20 cash and an incredible mystery 
prize that has to be seen to be believed. 




• Are the days of console games numbered? Plus, find out 
what's in store in next month's packed issue. 
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More Super SHI 
action than you 
can take. Find out 
how on page 75 



Reviewed inside thisissue ... Re 

By far the mast | ^ 

important section in 

any magazine is 

reviews and we go to 

every effort possible to „^., ( 

ensure we bring you l — 

the maximum amount of Tournament Fighters 32 Lawnmower Man... 

information on all the 
hottest new Super 
Nintendo releases. , 

Don't take our word 
for it though, turn to 
page 31 and judge for 
yourself. 



Reviews starl nn page 31 
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Around the SNES world in 31 days. . 



HOW mm HELP RELEASE THE GAMES WE MAY NEVER SEE . . . 



Just when the best American Football 
sinn was about to touchdown, news from 
EA reached us that John Madden 's '94 
may never achieve an official UK release. 
And that's not the only shock in store for 
British gamers — NBA Showdown 
(previewed last issue) has been 
scrapped! The basketball bash will only 
be available on import which is a big blow 
to humble basketball fans without the 
money or an import adapter. Along with 
Maddens the popularity destined NHL 
Hockey has been locked in the cabinet 
labeled TBD — To Be Decided or UB — 
Unlucky, Brits. 

Here at the SNES FORCE we think of 
ourselves as the Esther Rantien of the 
software industry, the Roger Cook of 
British gaming (a rather ugly combination 
we're sure you'll agree) and have decided 
to do the honourable thing — sulk! 
Madden's '94 was a potential blockbuster 
but now the talented data is to collect 
dust — do you think this is fair? Can you 
wake up each morning knowing you may 
never get to even see these games let 
alone play them? Then take action! 
Construct banners, storm parliament, 
insult politicians and demand they be 
released. Okay, taking such evasive 
action may bo a little harsh but 
considering the games are FINISHED, it's 
a big, big pity to think we might never lay 
our hands on them. 

Then there's Lethal Enforcers. The 
arcade sensation features two hefty 
pistols with which to gun down 
encroaching masked hoodlums and cash- 
crazy bank robbers- We were overjoyed 
the snes version was a hit in Japan and 
was ready to be shipped over (complete 
with plastic guns} for British players to 
sample the delights of unadulterated 
violence without facing a prison 
sentence. Unfortunately Konami have 
stated the Lethal Enforcers bundle will be 
too costly to mass produce (the guns 
required to play being the biggest cost) 
and consequently placed a big question 
mark over the project. So will this be 
another blow for snes users? Has another 
software company made a big mistake 
and lost out on a lot of dosh? Although 
the Mega Drive version has awful 
graphics (though that goes without 



saying} it's a great laugh- So we've 

decided to take the law into our own 

hands. You've heard of the Guardian 

Angels, the group of vigilantes with their 

own brand of justice, well we're going to 

adopt their attitude and fight fire with 

fire. If enough people write in requesting 

the banned games be released we will 

storm the Konami and EA offices in an 

effort to ensure justice is done — we're 

prepared to go to any lengths. Jon 

Bruford has volunteered to set fire to 

himself outside the EA offices, Chris 

Hay ward has volunteered to set fire to 

himself inside the EA offices and Will 

Evans has volunteered to go on hunger 

strike! We're all prepared to do whatever 

it takes. So help this worthwhile cause 

and send a letter of complaint as to why 

the games should be 

released to S.A.G. 

(Save All ^P 

Games), 

SNES 

FORCE, 

Impact 

Magazines, 

Ludlow, 

Shropshire, 

SY8 1JW 

and we'll 

compile a 

mass 

petition. 

SNES 

FORCE shall 

not rest until the 

case is solved... 

As Michael Jordan 
bows out from 
basketball so NBA 
Showdown gets put 
on ice Let us 
know what 
you think! W A 

/ 
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After much debating, an official Street 
Fighter If comic has finally been launched. 
Perfect fodder for a comic, the Japanese 
Manga variant has hit news stands in Japan. 
Currently on its third issue 
the plot isn't such a distant 
idea from our own Street 
Fighter II novels. Ryu is cast 
in his usual lonesome 
traveller role who enters a 
tournament hosted by 
crazed drug baron M. Bison, 
The rest of the fighting posse fit into the 
story in some way or another. Guile is 
seeking revenge on the gangster after he 
used the G.I. for drug experiments causing 
an Intense build up of physical aggression. 
Chun Li is a fighting-femme-come- special - 
agent searching for her long lost father 
believed to have died at the mercy of Bison. 
Sagat, Balrog and the preening Vega are 
{surprise, surprise) Bison's henchmen and 
thanks to lenient comic codes there's loads 
of graphical scraps in each and every page. 
Of course unless you can read Japanese 
you 1 It just have to look at the pictures, a UK 
version has yet to be finalised — bummer. 



We're Virgin on the ridiculous! To 
celebrate the launch of the coolest 
platform hero ever, we've teamed up 
with the sang at Virgin (including 
the wondrous Woody, Doug 
'Cushty' Johns, Greg 'worry, 
worry' Baverstock, Ginger 
\ Elvis and the downstairs 
\. posse) to bring you the 
\ ultimate Hew Year 
y compo, 

If you're looking for a 
t game for '94, make 
/ sure it's Virgin's Cool Spot. 
\s Scoring a massive 90% in Issue 
Seven its already taking the 
nation by storm and we're giving you th 
chance to win your own copy — 
absolutely free! And if that's not enough 
to tempt you, the winner also gets a 
Super Nintendo to play their game on. 
How Coot? 

Twenty-five runners up get an 
exclusive high-fashion Coot Spot as 
worn by ait top computer journos plus, 
just to make it as fair as possible, the 



Love SNES FORCE and COOL SPOT' get 
a stylish and totally exclusive Cool Spot 
metal pin badge. In case you didn't 
catch all that let's recap on those 
prizes: 



THE SECRET OF 



Producer Square Soft 
Available November 
Status US release 

part from Zeida and Shadowrun there's been 
little RPG success on the snes. The Japanese 
love the game style of walking around, talking 
to peasants, killing dragons and collecting items but 
their winning formula hardly ever sees the light Of 
day on the shores of Blighty. Is it because UK game 
producers want us to remain immersed in platform 
games? Or is it because they can't be bothered to 





Just an example of the sup 



• One UK Super 
Nintendo 

• smss version 
Cool Spot 

• 25 Goal Spot T-Shlrts 

• 50 Exclusive Cool Sp© 
badges 




V^ * 



mii you 

chance of winning these 

great prizes is answer these ', 

two easy questions and send 

the coupon to Too cool to fool' 

Compo, SNES FORCE, Impact Magazines, 

Ludlow Shropshire SYS 1JW to arrive no 

later than 15th Jan. 



24:ii 




Gameplay features a revolutionary three-player mode. 

convert the reams of Japanese text? Hopefully, The 
Secret Of Mana will change all that. Known as 
Seiken Densefeu 2 in Japan, (he graphics are 
rumoured to be superior to ZeWa's, packed with 
enhanced cuteness, fantaslic sounds and Mode 7 to 
melt your eyes. 

What makes Mana extra special is the three- 
player mode. Through the use of the Multitap, a trio 
of fantasy fans can roam the many lands together. 
We'll put odds on this being a stunning Zeida beater 
when it finally appears. Look out for more news on 
an official UK release as it's announced. 



T^ 



Hi 



i If your cool enough to win these great 
prizes answer these two easy questions 
not forgetting to include your age, 
daytime telephone number and 

photograph if possible. 



# 



1 ) Which soft drink does 

Cool Spot appear on? 

a) Dandelion and Burdock 

b) Urn bongo 
c) 7-UP 

d} Buttercup Syrup 

2) Which ol the following owns Virgin? 
a) Oliver Reed 
b) Elvis 
A c} Richard; Branson 
d) Jim Davidson 

3) Whfch of these is Cool Spot's arch 
enemy? 

a) Wild wicked wily Will 
b) Willy Wonker 
c) Willy Evans 
d) Dr. Willy 




Name.,... 
Address, 



Al;c 



.Tel. 



Look at those amazing graphics' Fill in the coupon on 
the left and you could win this brilliant platfr 



Only completely filled out coupons are eligible. The 

editors decision is final and no correspondence will 
be entered into. If you do not want to receive mail 
lorm other companies please tick this box ~l 
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In addition to our exclusive Lemmings 2 diary we asked 
DMA Design' s chief sues programmer Mike Dailly about 
the trials and tribulations of working with thousands of 
suicidal rodents. 

SNES FORCE: So Mike, tell us all about programming 
Lemmings 2 and any problems you had. 
MD: Mmmmm. Well, if there's one game most 
programmers don? want to write for a console, its 
Lemmings 2- The game just goes against all the normal 
traits. On a console like the bnes, there are certain limits. 
If you look at most games they happily fall within these 
limits — nice square blocks Mario style, not too many 
things on screen, again Maria style, and good quality 
music. Lemmings 2 only really follows one of these; the 

music. And even then, we were 
very hard pushed to fit in 15 
tunes AND 20 high quality sound 
effects. 

SNES FORCE: What was the 
most difficult thing about 
converting the game to the 
Super Nintendo? 
MD: L2 laughs at all the usual 
Suicidal: Mike Dailly on conventions. Nice square blocks 
life with Lemmings. — HA! Not too much happening 

at once — HA! The basics Of L2 
is of course, walking round changing the background, 
allowing escape. 

This was one of the hardest sections to do as it can't 
use any of the nice snes hardware. The processor is put 
through hell, and tends to grumble when asked to do these 
things. But if you talk to it nicely it can put on a brave face 
(?) and show up machines like the Amiga or PC, 

The other striking thing is the sheer amount of moving 
things in L2— there are 40 Lemmings out at any one 
time. That shoots past the snes limit already and that's 
not including the objects involved (trapdoor, exits, water 
etc}. Believe it or not, the basics hardly use any of the 
snes hardware at all! 

SNES FORCE: How do you avoid/combat nightmares 
about little faceless things with green dreadlocks? 
MD: I can't! They're always there ... 
SNES FORCE: How many hours a day do you spend 
working on L2? 

MD: About 28 hours — or so it seems. It just goes on, and 
on, and on, and on, and... 
SNES FORCE: How strict are the deadlines for 
programmers? 

MD: I refuse to answer this question as I may be laughed 
oft the face of the planet, 

SNES FORCE : How did you get into programming — 
what machine did you start on? 

MD: A ZX81 — remember them? Although I got into the 
business on a C64, I started to program because — don't 
laugh — I didn't like the PAUSE 100 command in the 
ZX81 basic. When you put your name on the screen and 
then pause 100, people just had to press a key to get rid 
of it. I wanted it to stay there for a while. Sad eh? 

Fraid so Mike, but at (east you re rich — and famous 
now! ftf any rich capitalists would like to hire Mike for top 
qua lily games conversions, just send a certified cheque 
(made payable to cash} for £10,000 as a deposit to SNES 
FORCE at the usual address. We'll be back next issue. 



MYSTICAL NIN JA 2 



Producer Konami 
Available December 
Status US release 

If that certain something is missing from 
your software collection put the sparkle 
back into your library life with the 
mysterious amusement of Mystical Ninja. 
Receiving a glamorous 92% in this 
very issue, our research tells us 
the sequel is already primed for 
American audiences. 

Kid Ying and Dr, Yang are on £\ 
holiday when they hear a callous 
dictator has taken over an ancient 
fortress and when the castie is 
transformed into a flying fortress 
the ntnjas decide to intervene. 
The duo are wackier than ever 
with new weird weapons to pick up 
and pummel ghouiies and ghosties 
with. The Doctor is aimed with a 
deadly paper fan while the spiky- 
haired Kid is back with his scary not-so 
peaceful pipe. The learn are also 

SOUNDS DF THE '90S 

Without striking music a film 
is as enjoyable as staring at 
muck. Snazzy looks are all 
very well but rippling beats 
and crunchy FX is what stirs 
up an atmosphere. This holds 
true for games, Who could 
forget the orchestral 
onslaught of Super 
Probotector, or the powerful 
laser zings in Super Empire 
Strikes Back? Take them 
away and it wouldn't be half 
as intense. 

Realising the importance of 
game sound is Interplay, who 
are currently developing a 
system to greatly enhance in- 
game music and effects. The 
A.R.D.I. (Advanced Real-time 
Dynamic Interplay) Sound 
System is set to improve 
music quality. 

A. R.D.I, is based on a MIDI 
interface and is plugged into 
the cartridge port enabling 
musicians to make full use of 
the snes sound chip with 
greater control over fancy 
technical bits such as 
modulation depth and echo 
filter settings. 

Basically, it's gonna be 
good, with hundreds of 
samples being able to be 
packed using little memory. 
The Lost Vikings, for example, 
had 112 sound effects and 
used only 1 1 K! With 
forthcoming Interplay products 
taking advantage of A.R.D.I. 
sounds of the '90s look set to 
get better and better. 





Just one of the game's crazy new characters. 

accompanied by Sasuke, a mechanical ninja 
blessed with the ability of slicing 
people in half! The old-favourite 
casinos and food plazas are 
included, along with a new way in 
which to tackle end guardians. At 
the end of a stage Ying and Yang 
climb into a huge robot with player 
one handling the clockwork cannons 
and player two controlling the 
robot's movement. Guardian battles 
feature a unique first-person perspective 
'out-of -the -robots-eyes' view where you 
see exactly where all the punches land 
on the opposition, The tlute- 
thwapping, civilian battering — MN2 is 
features more slapstick antics than the sane 
mind can imagine. Can you handle insanrly? 



FERRARI Fl CHALLENGE 

Producer System 3 
Status Official UK release 
Available Early '94 



eginning as a rookie in the Group C world of 
racing the object is to work your way through the 
league to progress onto formula 3000 and the 
challenging F1 group, Graduating gives you the 
chance to drive against the best for real clubs — 
Williams, McLaren and Ferrari! 

At the end of each race (as long as you finish in the 
top five) cash prizes are dished out and this can be 
spent at the workshop where a dodgy looking 
mechanic is willing to add some good trims to your 
jalopy — for the right price. Better engines, 
acceleration, go faster stripes — the ultimate dream 
machine can be created. Racing tracks range from the 
stilling heat of the desert, the plush scenic views of 
grassy mountains and the smoggy air of the city. 
The beauty ol driving in this game is budding 
Mansells can exploit the save mode and build up a 
respectable racing career. Those preferring pure 
adrenaline thnlis won't be disappointed by the game 
speed. Whacking the calculating speed of the snes to 
twenty times more than in most games is a DSP co- 
processor chip thai certainly puts the heat into F- 
Zero's kitchen. Both racing fans and Sunday drivers 
should watch their rear-view mirrors for this. 



SEUESSE 



Ferarrk Ail the thrills of F1, Formula 3000 and Group C 



8 News 
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WAY BIG SPENDERS 

And there we were thinking Nintendo was a 
nan-profitable organisation, creating games 
purely for the love of entertaining people. 
Well, surprise surprise if they haven't made 
loads of money! It's true! Nintendo are 
making money — mega bucks actually. Just 
a small amount of the cash raked in from 
people's pockets is spent on advertising 
and Nintendo are now spending over a 
million pounds every week on various 
media campaigns flogging their latest 
products. New games, software/hardware 
bundles — they're all being promoted big 
style. Did you know that by now 95% of the 
nation aged 6-1 S will have seen the 
Nintendo TV commercials 50 times? You 
didn't? Well you do now! 

Backed by roadshows, extensive retailer 
training programmes and promotions bigger 
than God's buttocks it's no wonder the cash 
is disappearing. Not that we care, the big N 
can do whatever they like with their (your?) 
money as long as top guality software 
continues 
to flow 
out we'll 
be as 

pleased as 
punch. Who 
ever said you 
should save your 
money? Go on 
Nintendo, blow it all 



WIN A SPELL IN SEATTLE! 



Run from the shadows, duck down an 
alleyway, cower as the heavy- 

booted Troll Deckers thunder 

\ past... and yank yourself out 
\^ of the science fiction world 
\^ of Jake Armitage in time 
\. to enter our razor- 
\ sharp Shadowrun 
, / Competition. 

/ We've scoured the 
/ back streets and searched 
/ every inch of every bar to get 
— ' * a lead on the latest events and 
rising names on the 2050 AD 
Seattle 'Runner circuit. We found it, 
eventually, in the new set of twelve 
sci-fi novels from Penguin Books' Roc 
Fantasy label. Each tome describes a 
different chapter in a different life, alt 
lived out in the sleazy, futuristic world 
of Shadowrun. Deckers and Mages, 
— guns for hire, 
Shamanism, 
technophiles and 
phobics, all are 
SHADOW FLAY covered in these 

twelve volumes 
depicting the 
stories of novices 
to old pros. On the 
Old-Town black 
market, we 
managed to beg, 
borrow and steal 
I ' ' ' ' Mr '- - \ you the following... 




CHALLENGE THE CHAMP! 



Welcome to our new Challenge feature Reckon 
you're tough? Sure you're the hardest around? 
Maestro says 'Bull!', and Clares you to prove 
him wrong! 




Don't mess with Maestro or you're a dead man 

■ Forget Metro, SNES FORCE'S champion, the one 
and only Maestro is the man to beat. Unofficial, but still 
unbeaten SFit Turbo and Mortal Komba/ champion, 
conqueror of Zelda r mutilator of Mario Kart, he doesn't 
kid around. The Maestro's a gaming God and we're 
giving you the chance to topple him from his pedestal. 

Every month we'll pick one entrant to I ravel to 
sunny Ludlow and go one-on-one with Maestro on the 
game of their choice. He's not worried, he'll take you 
all at once, he'll take you with a bag on his head, he'll 
take you using his feet! We're so confident of 
Maestro's skills, we'll even pay your travel expenses to 
get here. So 
stop shaking 
and get 
writing, send 
your name, 
age. 
address, 
telephone 
number and 
preferred 
game to the 
following 

address. Amusing threats are always well received. 
Address: 'Maestro's A Pussy!', SNES FORCE, Impact 
Magazines, Case Mill, Temeside, Ludlow, Shropshire. 
SYS 1 JW The unbeatable one boasts 'I'll whip you 
a/idyo momma's ass!' 

This month, Maestro threw down the gauntlet 
before one Dave Morgan, and the game he chose was 




Dave feels the wrath of Maestro. 



the brilliant new TMNT Tournament FightefS, With 
Dave in the blue corner, boasting silly lucky' hat hiding 
silly lucky' haircut and Maestro in the red with nothing 
but a self-satisfied smirk and his reflexes [well, and his 
clothes). The characters were chosen and the pre- 
match gtares set the atmosphere as Morgan took 
Donate Ho and Maestro gnnned in anticipation as he 
chose Chrome Dome. Now we switch to match 
commentary, provided by our very own 
Gamesmaestro cheeky chirpy cockney character, 
Payshunse Test-aaar. 

Wooargh! Payshunse Test-aaar 'ere, the match 
kicked off wiv' Maestrow chuckin' a volley of projechles 
and Dave's 'iding ov-aar in 've corner. No chance for a 
comeback as Maestrow leaps ovar Vere and kicks 'im 
in ihe face. Blindin'! The first round was owv-aar 
before we knew it when 've young champion Frew 
Dave to the mat and followed trough wiv' enough fast 
punches to put out Metawl Mickey's lights. Raaand 
two, and 'vis time Dave came right out wiv' multipwe 
! and-slaps, but 'is opponent took no crap and stopped 
'im wiv' a fireball. Anower frow from Maestrow and 
ohw, mah-goodness-grayshus-me, 'e's usin'lowdsof 
weak punches an ! kicks, h is Uwtimate Attack metaar's 
goin' right up! An aerial match as bote pla.ya.rs leap 
raand the screen, and... ohw! What a move — 
Maestrow's got 'is deaf move in and Donateltow's 
reelin'l Ow, more 'aste less speed as Maestrow gets 
ovar confidan' an' Donatellow stitches 'im on the chin. 
A minor diversion, howevar, as the Maestrow clinches 
it wiv' a crunchin' upperoal, I's awl ovar! What a match, 
I don't 'fink we've evar seen anytin' like it 'ene on 
GamesMaestro. Spare a farthin', gavnar? 

Well, Mr Dave 
Morgan was, quite 
frankly, pathetic. No 
match for the god-like 
Super Nintendo mastery 
of Maestrow, er, 
Maestro. We know 
there's someone out 
there who can do belter. 
Last word to the 
champ,-. l Youcan run, 
but you can't hide, kids. 
I'm a-comm' for yuslir 

Another victim 

mercilessly defeated. Can 

anybody beat Maestro? 



• First prize of a Shadowrun cart, 
all 1 2 books and the DMZ 
(Downtown Militarized Zone) 
Board game, 

• 3 Runner-up prizes of a copy of 
the first volume in the set. 
Something there for the 
inexperienced (who haven't played 
Laserbeam's 92% smash game) 
and the veteran fan alike. It's 
simple, Drckhead, just fill out the 
coupon below and send it to us at: 
'Shadow-con^', SNES FORCE, Case 
Mill, Temeside, Ludlow, Shropshire, 

SY8 1JW. r— — 1 

Now move, or l >s AjfeCB 

it's the 
Caryardsfor 
you, fleshbag' 




1) Shadowrun was rated at 92% in which issue of SNES FORCE? 

a) Issue 2 

b) Issue 4 

c) The Standard Field Issue. 



Name..... 
Address , 



Age. 



Postcode 
.Tel: 



The? editor's decision is final (he's yot a Rulger Wartiawk under bis desk), end as he's 
tj&l breath like the Dog Spirit you wouldn't want to talk to him. even il correspondence 
was owing 1o be entered into. II you don't want bo nsclevs mail Iram QWier companies, the 
MalfiK Systems. Drake Holdings Inp or hhe Anekt Corporabdn, lick this tide n 
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This trim little section is the menu of 
the shies world and gives ;in at-a- 
glance view of what you can expect in 
the coming months. As the industry is 
forever changing, the release dates 
are liable to alter dramatically and 
5MES FORCE Is not responsible for 
any tears shed should any of the 
following be delayed. 



SNES 

Time Slip.,. 



December 



Adventures of Or Fran ken.,... December 

Alfred Chicken , ..December 

B rett H u 1 1 . . December 

Cool Spot „ ...... ..December 

Wordtris . . December 

Might & Magic 3 .....December 

Pink Panther December 



December 



Robe-cop vs Terminator ..December 



Lawnmower Man 



.December 



Lamborghini US Challenge ...December 
Total Carnage.... December 



Last Action Hero 

Utopia 

Pink Panther. 



December 

Winter 

...Winter 



Pink Panther. January '94 

Sensible Soccer January '94 

Turn And Burn ...... ...January 94 

Super Battletank 2... January '94 

Super Empire Strikes Back,,. January '94 

Impossible Mission .January 94 

Ninja Warriors .„ January '94 

lilllTlflnS iiitiiiiiiiiiinitiiiiiitiiiiiiiii/p'iunry lf*J 

Tournament Fighters * January '94 

Pinbnll Dreams , .January '94 

Super Turricart January '94 

Flashback .......... . ..January '94 

Winter Olympics, .......February 94 

Mystical Ninja2 February '94 

Chaos Engine February 94 

Beasiball March '94 

Magic Boy , ..First Quarter '94 

Dragon First Quarter 94 

Young Merlin ....First Quarter 94 



Prehistorik Man 

Muham. Ali Boxing 
World Cup Striker.., 
Star Trek... 



First Quarter 94 

First Quarter 94 

First Quarter 94 

First Quarter 94 

Mid '94 



Lost Vikings 2 .Mid '94 

t 'UlfVtr wJlUC ■■i->*iaiaa*-k-ilfil<i**-tillfct-lllllfr'!fc4lllrilt> £**» 



PULLING THE PUNCHES 

Anyone unlucky enough to see 
the lacklustre Super Mario Bros 
movie will be keen to learn of 
other movies currently in 
production. We all know know 
there's a Mortal Kombat movie 
being penned and the Street 
Fighter ti ami me and live-action 
flick are alt ready in 
development but the first game- 
to-big screen picture since Mario 
Bros is Double Dragon, based on 
the arcade game of yesteryear. 
A cartoon version has already 
been released in the states and 
Double Dragon: The Movie gets a 
cinema release later this year. 
The plot is basic action fodder 
expected for such a film, 
incorporating elements of the 
game {fighting!) plus a few 'new 1 
ideas. The date is the not- so- 
distant future when a mega city 
is created after the aftermath of 
Los Angeles (it's destroyed, 
basically). With zero law 
enforcement, crime is rife 
throughout the violent streets; 
Drug Barons, Keith Barons — the 
scum of the earth and no 
mistake. One astute mega 
criminal decides it would be fun 
to rule the entire metropolis and 
hears of a flawless plan in which 
he can become the city ruler. 
The Double Dragon is a 
medallion (doesn't sound a 
tenuous link to us) and the 
possessor can achieve anything 
(even their cycling proficiency 
certificate!). Unfortunately, 
there are two heroes who want 
to vote for another mayor and so 
obtain half the Double Dragon 
amulet tor themselves. In the 
starring roles as the fighting 
friends are Mark Docascos 
(Jimmy) and Scott Wolf (Billy) 
two relative newcomers to the 
movie world. Sweetheart Alys&a 
Milano (who first appeared in 
Commando as Arnie's daughter) 
provides the old 'save the 
damsel 1 element and the major 
villain is portrayed by none other 
than T2 poly a Hoy adversary 
Robert Patrick. With fight 
choreography by the best in the 
business, Double Dragon should 
definately do better than Super 
Mario even if it does look like 
Bill and Tod with attitude. 



Mr Tough... 
Peaky Blir 



....Late 94 




Though the rumours circulating are to be taken 

with a tablespoon of salt, Mortal Kombat has a 

sequel! In the (turbo?) follow-up there's a host of 

new moves as well as new faces and the ability to 

control the four-armed foe Goro. For more info turn 

to our 1904 mega preview. But that Isn't all that's 

incubating in the Kombat stable. Still dominant In 

the top ten, Acclaim recently announced it has 

shipped more than three million units worldwide of 

the gruesome game and are expecting total sales 

to reach a staggering four million! In the wake of 

the cart's success, a host of merchandise and 

Mortal spin-offs are well underway. Why struggle 

with a joypad when you can stage your own fights 

with the Mortal Kombat figures? If you 

can't get enough of the rhythmic 

bongo beats in the game why not 

purchase the music CD! And if you're 

stiff hungry for Kombat garb, an 

official TV series, major advertising 

campaign and a major motion 

picture are in the pipeline! So 

you'll be able to play the 

game, see the film, 

buy the figures... ^^^_ 

what possible ^m^F & '-^ '* 

spin-off could jV , « '# 

come next? ■ ' 

Mortal Kombat 

— the official 

religion? 






' 
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DD the movte: betcha cant wait can ya 



For anyone finding tip pages and 
books a little flat, why not get into 
the video experience and see the 
cheats working in front Of 
your very eyes? There's 
a vid available for 
those seeking 
something new by 
the name of 
Pie war Play, the essential guide for 
champion wannabes. And what better 
dynamic tandem than Dominik Diamond, 
and Colin Curly's brother Danny Curly to 
present the show. Both these lads have had 
ample experience in the video games world what 
with Dom formerly presenting Games master (who, 
incidentally, was beaten by Chris Hay ward at 
Sensible Soccer] and Danny being former European 
Sega champion (who, incidentally was beaten by 
Simon at Street Fighter ll\ so you know you're in for 
some sound advice. Loads of hints on how to beat 
those nasty end guardians and be the best in all the 
latest games are explained in the best video of its 
kind to date- We have TEN copies of this fab tape 
to give away. Just answer this question below: 

Danny Curly attended which consumer show in 
September? 

a) Shrewsbury flower show 

b) The Danny Curly show 

c) Live '93 

Send all entries to Curly Diamond Compo at the 
usual address to reach us before the 20th January. 



News 
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:'s here 



The classic shoot em up of all time. Now 
brought to you for your SNES. Discover 

the Labyrinth of secret levels and passages. 

Be prepared to be amazed by the sheer siz< 
V ^pf this game. 




VIC TOKAI 



:an Close, Mi 



Charts 



BASH FOR CASH & WIN £100 



Please enter me for BASH FOR CASH f 



and the chance to win £100. 



My chosen game is . 

Name ..,„,„ 

Address 



Age Tel 

I have enclosed a photo Of myself H 

All coupons must be fully completed. 
The editors decision is final and no 
correspondence will be entered into. If 
you do not wi&h to receive mail from 
other companies please lick this box 1 



In this new regular feature we give you the chance to 
beat our office champ at the game of your choice for 
great cash prizes. The idea is simple. You send your 
name in with the game you wish to challenge on, we 
pull one lucky entrant out of the hat and he 
or she gets an a II -expenses-pa id trip to the 
SNES FORCE offices for the BASH FOR 
CASH. 

Overcome our champ in the 
deadly duel and you'll earn yourself 
a cool CIOO. If you're defeated we'll 
add an extra E100 to the totaliser 
making the next contest a scrap for £200 
— you see there are no losers in this game! 

If you think you've got what it takes, fill in the 
coupon — making sure to enclose a photo, daytime 
telephone number and the game you want to 
challenge on — and send it to BASH FOR CASH, 
SNES FORCE, Impact Magazines, Ludlow, Shropshire 
SYS UW to arrive no later than 1 5th Jan. 

So if you fancy your chances against the 
professionals, stop dreaming and start scribbling — 
you cant win if you don't enter! 




POP I' TWIMBEE 2 



Producer Konami 
Available December 
Status US release 

~ win bee and Win bee, everyone's favourite 
Japanese kids are back in (heir alien togs for 
more cutesy shooting but unlike the original 
Japanese blaster the sequel is a side -scrolling 
platform game. Joined by newcomer Gwinbee, Twin 
and Win set out to rescue an imprisoned princess 
(obviously originality wasn't priority in the game). 
One or two players control two of ttie three cutesy 





Konami and shoot- em-ups: a match made in heaven. 

dudes, each with unique characteristics. Twin-bee is 
the courageous laddy with an almighty hammer for 
a weapon, Winbee is the adorable rosy-cheeked 
lass who defeats nasties with a rope and Gwinbee 
is a little tyko who can't resist smashing heads with 
a giant rattle. Along with a two-player head-to-head 
option, Rainbow Bell Adventure is full of promise. Big 
bosses, coHectables and all the usual platform 
goodies, you know the kind of thing and we're hoping 
for a UK release in a couple of months — differing 
schedules depending. Well keep you posted- 



It's become increasingly 

popular to interwind game 

characters into mysterious 

scenarios to boost their 

popularity appeal. After it was 

exclusively revealed that Mr 

Nutz was a bad boy at school, 

newcomer to the snes scene Zool 

has just staged a publicity stunt 

of his own. Yes folks it can be 

revealed that Zool has gone 

missing! (Oh, crocodile tears, Walt 

Disney endings etc.}. There are fears 

that Mental Block (don't ask) has 

eradicated the Nth dimension ninja. 

Last seen at the FES show (so he 

was the one!), there are worries 

he may never be seen again. 

There's a description for 

anyone not knowing what he 

looks like (as if you wouldn't notice a big 

green thing staggering around the street,: A 

well-built character with a huge head. Well, 

that could be anyone in this office so we 

haven't the faintest idea but maybe you dot In 

fact YOU CAN WIN £100 AND A YEAR'S 

SUPPLY OF CHUPA CHUPS According to 

Gremlin, any information leading to Zool's 

whereabouts wins the informer the 

money and the sweets. Well, 

they asked, so if you've been 

wondering who that green 

and black alien in your 

neighbour's potting shed 

is, this could be your lucky 

day! If you have the relevant 

info, call Q742 753423 and ask for 

the Nth Dimension... 





STOP PRESS! STOP PRESS! STOP PRESS! STOP PRESS! STOP PRESS! STUP PRESS! STOP PRESS! STOP PRESS! STOP PRESS! 

Juat in: Nintendo's partner in the 'Project Reality 1 Venture SOI ha* confirmed reports that Nintendo's new sub S30O 
(EZOOj 64-olt machrne scheduled for IMS will be for superior to 3 DO. SOI founder James Clark Is reported la have 
staled: 'We are talking about a system (hat will be an improvement of up to 1,000 limes on how 3O0 Is today. 9 



UK CHART 



1. A Street Fighter II Turbo 



2. ▼ Super Mario All-Stars 



3, T Striker 



4. T Player Manager 



5. A 



Mortal Kombat 



7. A The Lost Vikings 



Super Mario Karl 



9. ▼ Star Wars 



10.T Alien 3 



US CHART 



1. A Mortal Kombat 



2. A Street Fighter II Turbo 



3. A Super Mario All Stars 



NFL Foolball 



5. A Starfox 



\m 



7. A MEM 



i. A Mario is Missing 



9. T Mario M 



10 A Fins! Fantasy 



JAPANESE SFC CHART 



1. A Sarah Moon 




3. ▼ Secret ol 



4. ▼ Super Mario All-Stars 



5. A Mario and Wario 



S n. T -League Soccer: Prime Goal 



7. — Crayon Sliin chan 



Super Derby 



Jutei Senki 



2 News 
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cosnim 



YOUR MISSION: stop a mad dictator bent on destroying the world! 
Rescue civilians, eliminate key targets, and destroy General Akhboob's 
bio-nuclear generators, which are creating his endless mutant army! 

ON YOUR SIDE; an awesome arsenal of the 21 st century's 
mast destructive weaponry. 



VI 



ON I HEIR. SIDE: the nastiest mutated enemies and 
the-t^rodS&HSSses you'll ever want to see! 



An excellent conversion 
and a too quality game! 
GAMES MASTER 90°^ 
SNES FORCE 84% 
SUPER PRO 83% 
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Available Nowl 



ENTERTAINMENT SYSTEM 



Available 
February 1 
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Just imagihe, infinite lives! unlimited energ 
special effects, extra fuel/ammo-play on a 
level. Become invincible with the Action Repla 
MK 2 Cartridge for your SUPER NES™ Console. 

MEGA CHEAT INPUT SCREEN 

J Now you can input upto 1 00 different cbeate on any gome 
one time, This new (eature allows you to customise your gomes 
y tueafs as you liko ■ all at o>ice. Imagine ■ infinite lives, unlimited 
nergy. Sf oves super high jumps, double speed, unlimited weapons, 

infinite rte-tries, custom colours, special magic etc. etc. - all at once? 
Well now you San with the new Mega Cheat System. 

DEAD CODE' GENERATOR 




NO NEED TO WAIT 

So remember because Action Replay has both a Universal Adaptor and a Universal Cheat System 

you can buy the latest releases even as import and crack them wide open -NOW! J 
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is avail a 



With the Pro Universal Adaptor yew can now choost from the I 

range of US & Japanese toftware and play jt on your UK SUPER HE 
Console... even 40 called "NTSC only" gamus from the USUI! 
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HEQUES/POSTAL ORDERS MADC PAYABLE TO 

)VAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 

ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 V C 



TECHNICAL/CUSTOMER SERVICE 0762 744324 
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in store for 



With a year of fantastic 
games behind us the 
sparkling months of 
1994 can only bring 
better, brighter and 
bigger things to the snes 
front. Here's what you 
can really look forward 
to in '94,.. 



slUMBER ONE 



Super Street Fighter ■(Capcom) 

The original Street Fighter started life in an 
arcade which, though awful to play, was a 
breakthrough in that you could hit punch pads 
on the machine — just like real lighting {if you call 
hitting a machine fighting, most people would call 
it vandalism}. A few years later the sequel 
appeared, gaining more attention than any 
other arcade game in a long while Another ; 
beat-'em-up it may have been, but the flawless 
payability ensured it was a staple requirment 
in any serious gamer's diet. Mow, a tew years ^ 
later the snes is rolling in delightbecause of 
the enhanced conversion Street Fighter II 
Turbo. But just when things were cooling 
down and the Nintendo scene 
regaining its pa™, another game ; 
involving ihe brawlers rages into 
amusement arcades — it's bigger, better, 
faster, more colourful and there are tour 
new characters — it's Super Street Fighter 
II, and if you haven't heard of it yet you're 
losing touch with the modem world. The New 
Challengers is not just an upgrade of the 
original concept but an entirely new game. 
Apart from the characters' names 
everything has been given a major faoe-lirt. 
The sprites now look a lot beefier and 
meaner, no longer bruised and scowling 
should they lose but angrily grunting in 
pain as blood sears trom deep cuts on 
their battered faces. 

For the first time, tour arcade 
machines can be linked together for 




M, Bison gets a new move and a faster charge time 
but he still has trouble against Blanka'a air attacks. 

an eight- player Tournament rumble where only the 

toughest can possibly survive. With a new Q 

surround-sound music system adding awesome 

atmosphere and thumping FX, and even a choice of 

eight colour choices per character (picture Zangief 

' in shocking pink or Ken in lightning yellow!), this 

has renewed interest in the phenomenon that is 

TO* Street Fighter It, A 8NGS conversion is imminent 

and if there's anybody who still hasn't bought 

one ol these amazing consoles by now. this 

will be the game to set the record straight, 

So what can we expect from the 

conversion? How many megs can a cart 

be pushed to? Well, the arcade is a 

i stunning piece of technical wizardry, 

with many amaiing features 

A new idea is the improved dazed 

indicator. Anyone who's played the 

game is no doubt familiar with the 

awful feeling of stars whizzing around their 

head after a severe beating, able to do 

nothing but watch the opponent close in for 

a bit more. Unfortunately, duffers at the 

game are at an even bigger 

disadvantage — Ihe dizzy stars circle 

before the dazed have even landed 

indicating they're completely 

vulnerable! Devastating moves are of 

course combination techniques, and 

while here at SNES FORCE we're 

still amazed at ihe combos 

available in Turbo, Super has you 





T, Hawk (left) is on the receiving end of one of Fei 
Long's many combos. Notice the redrawn stage. 

a gasping in disbelief 

"The New Challengers in question are four ol the 
toughest characters yet seen in an arcade game. Dee 
Jay is a menacing kickboxer from Jamaica and is a 
well-balanced character with an all-round status 
making him a fighter adaptable to all situations and 
opponents. Dee Jay's favourite winning slogan is 
'Your problem is you don't have any rhythm' Most 
opponents are likely to not have any teeth let alone 
any feel for music. 

Still on the theme of lacking incisors is Gammy, a 
special agent from good old Blighty whose message 
1o the others is 'Your missing teeth will remind you of 
my victory'. Her thrust kick is a sight to behold along 
with the spinning knuckle and cannon drill technique, 
Such a ferocious arsenal for a cute girt. If you're in 
search of mean looks, Fei Long is the answer. A 
toned Bruce Lee pastiche, Long favours speed and 
agility rather than powerhouse brute strength. Loaded 
with combinations such as a flaming dragon kick (a 
leggy version ol Ryu's punch) and hop kick (a kick 
■ side-shuffle followed by a devastating kick) Fei Long 
states 'You must iearn to block or my speed will 
overcome you' and he ain't kidding. 

Finally, there's the awesome power of the Indian 
chief Thunder Hawk, a far cry from the innocent war 
cries of Little Plum of Beano fame, This massive 
American can completely cripple the opposition in a 
matter of seconds, With a horrific powerslam, anyone 
who reckons Zangiers strong had better see Mr, 
Hawk in action. When he says 'Your screams sound 
like a pathetic war cry" you know he's not in this 
tournament for a bit of fun, 

The remaining contestants have of course been in 
training to show these newcomers they're still very 
much in charge. Whether it's new moves or better 
agility (Honda for example has no new techniques but 
can deliver an incredibly quick sumo torpedo) every 
contestant has gained something. 

The Street Fighter craze is going to continue for a 
long while and when Ihis Super, smashing, lovely 
conversion hits town, heads are going to spin in 
excitement, Will such an outrageously popular game 
ever lose its following? Well, when the Super phase 
eventually dies down (that's not conceivably possible 
as yet) there's something else to keep in mind — the 
inevitable Street Fighter IIP. 




Cammy has the agility and speed of Chun-Li plus 
extra strength. Watch out for her Cannon-drill attack. 
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NUMBER TWO 



ul 



IVC) 




Building on the success of Empire, 
Jedi will be an absolute stunner! 



Super Return Of The Jedi 

This is no stab in ihe dark, in fact we'd bet our 
mothers this is going to appear. Mainly because 
at the end of Super Empire Strikes Back it 
states there's going to be one! Let's be honest, JVC, 
producers of the first two in the Star Wars trilogy, 

would be goons 
to ignore the 
interesl in the 
final instalment. 
Just imagine the 
possibilities for 
such a game! 
Starting in the 
desert waste- 
lands you could 
expect a typical 
platfprm/shoot- 
em-up on the land of Tatooine where the evil 
manifestation Jabba the Hutt awaits in his lucrative 
lair. What about the perilous Sariaac pit over which 
the team hover, fighting Hurt's men and the bounty 
hunter Boba Fett. There would have to be a section 
for (he adorable Ewoks during the mayhem on 
Enctor which then would include the dramatic 
speeder bike sequence. Quite how this will be 
handled SNEs-wise is unpredictable but the first two 
games were so detailed and fascinating we expect 
tne best In the film. Luke had a rematch with Vader 
before facing Ihe wrath of the evif Emperor. While 
this dramatic action was taking place,. Lando 
Calrissian was hurtling into the heart of Ihe Death 
Star. 

We can only expect the usual smattering of 
Intra blasts and atmospheric music, not forgetting 
the addictive gameplay 

A hugely entertaining game packed with the best 
of Lucas razamataz. Second lo Super Street Fighter 
il this is going to be huuuuge! 



NUMBER 



Mega Man X (ca^om) 

The nes is being faded out of the limelight and 
finding its way to cupboards and car boot sales 
worldwide but the 8-bit system created several 

immortal heroes. Mario is the obvious hero, but not 

far behind are Ihe mega 
powers of Mega Man. 
Undeterred by the ailing 
NES k Mega Man has 
jumped ship for a shot 
at snes action, In a 
similar vein to his other 
adventures, the 
aim of Mega 
Man Xis to run, 
jump and shoot. 

The added technology of the snes enables 

Mega Man to perform some wild moves 

eaping off walls, using opponents' 

weapons against them — he's been 

given a new lease of life, not to 

mention a new plot! 

An archeologist by the name of 

Qr, Smith uncovers an underground 

lab in which documents for an elite 

robot warrior is stored simply 

called X, After uncovering 

Blueprints concerning X 

Smith builds an entire 

egion of robots 




(Reploids} and they prove an instant hit with ihe 
general public. But the good idea becomes a 
nightmare when the Reploids develop minds of the 
own — soon the entire universe is under threat. 
Feeling slightly responsible, Smith programs the 
original X Reploid to hunt down the offending robots. 
X is the Mega Man in a battle thai rages everywhere,, 
be it land, sea or air, With stunning graphics, this is 
destined lo become another Capcom classic. 



UMBE 



OUR 



FX TraX (Nintendo) 

The next Nintendo-developed cart to reach us 
using the Super FX chip is FX Trax, a racing 
game which is not a far cry from the spectacular 
looking Powersiide and Dune Placer. With sporty 
cars changing shape to fit through tight spaces it's 
going to be astonishing. Split-screen action offers 




FX trax is the first two-player Super FX game and 
promises to be even better than Starwng. 

players the chance to race against each other on off- 
or on -road courses. Nintendo sold over one million 
copies of Starwing in the US and Japan so it's no 
wonder there's hype surrounding this. The chip has 
actually been improved, providing enhanced graphic 
definition and increased game speed. While 
Powersiide is more of a simulation, FX Trax is going 
for all out racing thrills whatever the cost. Available 
in America shortly, (why should they get everything 
first?} records are about to be broken. 



NUMBER FIVE 



Powerslide 



(Bite) 




At last Me$.a Man brings 
his talents to the sues. 




Racing games are all very well but when was the 
last time you played a 'realistic' racer? Sure, 
the Top Gears and Exhaust Heats are very 
playable but 
can cars really 
takfi comers at 
over 200 mph 
without any 
momentum 
differences? 
The answer is 
obviously no Can you handle the pure power of 
The closest to this 3D Super FX racing game? 
'rear driving there's ever been is the arcade Hard 
Drivin', but Elite are taking the experience one step 
further with a cart incorporating the 
Super FX chip of Staming 
fame. 
Power slide includes 

amazing scaling and rolation 
tricks which, it's argued, put this driving 
simulation way ahead of the competition 
Play against the computer or a second player 
and choose from a range of weather- 
affected tracks and differing cars. 
each with unique handling abilities. 
Just like the real thing, take a corner 
too hard and you've got to 
counts rsteer or slide out of control. 
When racing head-to-head against a 
friend, the screen splits into two 
when one person accelerates into the 
lead and still retains the clarity and 




definition as the tull-blown single-screen view. The 
two-player option doesn't saenfice any of the speed 
as the FX chip is one quick microprocessor. All 
being well, Powerslide will appear in September, It's 
a long wait but it's definitely going to be worth it. 



NUMBER SIX 



ShadOWrUII 2 (Data East) 

if you've completed Shadowrun, first let us 
congratulate you. Second, you'll no doubt have 
noticed the subtle hint at the end concerning a 
sequel. Following on 
from Jake Armitage's 
after-death excursion, 
the plot is a closely- 
guarded secret (either 
that or they haven't 
thought of a decent one 
yet} but that's nol 
stopping us from getting 
excited. The only RPG 
yet to worry Zelda, the Completed S/i«townm? 
sequel is going to be Prepare for the sequel! 
even bigger. So big in fact that the old battles with 
the Jester Spirit will seem as easy as biting your 
tongue. Will Evans's favourite game (among others) 
is about to become a pensioner because this new- 
born is going to wipe the floor with it. 



NUMBER SEVEN 



Dune Racer/Dirt Racers 

From Elite, the makers of Powersiide, comes 
Dune Racer (currently being called Dirt Racers 
in the States) an off-road tumble-rama with more 
rolls than a bakers! The difference between this and 
the afore mentioned Powerslide are the cars and the 
courses. While Powerslide features high- 
performance automobiles 
and fast tracks, the Dune 
Racer vehicles can take 
the brunt of off road mud 
and mayhem. Ever 
wanted a go at Run Tne 
Gauntlet, LWT's drive r- 
thon for the celebs? 
Dune Pacer has all the 
realistic handling, Again 
featuring two-player mode, if this doesn't get the 
adrenaline pumping nothing will! The increasing use 
of Super FX technology won't end here, It's set to 
branch out to all game styles with it's polygon effects 
and super speed adding depth beyond belief. Hold 
on to your potatoesl 



NUMBER EIGH 



Mystical Ninja 2 .-;..- 

Known in the States and Japan as Geoman 2 the 
adventurous ninjas reprise their hilarious roles 
in the forlow up to the original arcade 
adventure. With a Ihird ninja added into the fray (a 
savage robot called Sasuke), expect the scales to 
soar way beyond weird ness. The team aren't 
restricted to travelling on foot — four vehicles are 
available: a fish, a mouse, a bub-cart and a Sumo- 
5ot, whatever that may be. End guardians can be 
taken on by controlling a huge robot and there's 
more opposition than the mortal mind can cope with. 
Basically, this is going to be everything the original 
Mystical Ninja is but with one balaclava lot more. For 
more info on this sensational-looking cart flip to the 
News section and adore those screenshots. 




Dune dacci offers all the 
thrills of off-road racing. 

wild thrills as well 



as 
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NUMBER NINE 



The Jungle Book - ■ 

Mr. Kipling is renowned for producing tip-top 
quality pre-packed cakes. An inspiration unto 
himself he gave bland apple pies a twist by 
adding,., wait for it... custard! But did you know he 
also wrote a book? Rudyard (a daft name for a chef) 
once scribbled out a journal about a jungle called.,. 
The Jungle Book. This became an acclaimed piece 
of literature and when Disney got hold of the script 

they made it into a huge 
movie! With the trend in 
Disney movies becoming 
video games it's not 
surprising The Jungle 
Booh is on its way to our 
consoles 

Taking control of 
Mowgli, swing on vines, 
leap snakes and maybe 
even ride down a stream on a bear's stomach. With 
Sega already geared to release their version. Virgin 
are putting the finishing touches to their own cart. If 
you think the animation in Aladdin is startling, 
prepare for your eyes to be opened, Lets just hope 
this Disney thing doesn't go too far! 



DUMBER TEN 



StaPWing 2 (Argonaut/Nintendo) 

Yet to be officially announced but strongly 
rumoured from inside sources at Argonaut is 
the follow up to the 3D stunner Staming. The 




vflicn Disney arc involved 
expect magical graphics. 




Imagine the original Starting (above], add a two- 
player option and voila — a brand new adventure. 

first space crusade was released to mixed reviews 
— while some clamoured to play the polygon- 
packed game, others were not so impressed after 
the hype surrounding it. Sources close lo Argonaut 
have said the sequel is going be bigger, better. As 
long as the comical wingmen are back — the frog, 
rabbit, and vulture with their laughable sayings we'll 
be happy. 



OUTSID 



Madden'94 * 

r.. Madden may 

06 sprouting a 
batch of grey 
hair atop his bonce 
tjjt when it comes to m 
fat class games his ^^ rotat ion makes 
are among the finest, ^ ^^ ^^ thao evcfj 

While the ongoing 
will if/wan 1 it release debate continues (see 
News tor our exclusive report), this American 
Football giant is already enjoying a fruitful season 
in America, With the real season jus! about over. 
European sports tans might be able to get their 
andiron fix with the successor to the the first 
Maddens. Featuring a wealth of plays and 
strategic elements, the new improved edition is 
one to watch out for — if it appears.. . 



Okay, so now you know 
what's on the cards lor 
the next year, but what 
do we really want to 
see? We compiled our 
own top live of 
unmissable games... 



Street Fighter III 

—■.„■.,,,,. ,,l m (uujtfrly-Hwaiiod sequels 

in i he history of video games. There were 
rumours floating around last year lo the ellect 

lhat t i|" wt.'ir> working '"man SFitt dud lh<)! ii 

wrm i,i i„- ,, , omploie departure from Ihe other-, In 
[In i .., ,.r i ujhWt Minns Onn Ol Ihe Mmiigt'i 

mm ,i,..|i -Nvil (fie now QHTH WU tO b« B 

.,i,l,, scrolling html v.w up in the snmn vnm n • Final 
t kjiu. wiiii 51 riMi.trins iukin«i Hn ii ad ro4«a and 
bosses like M Bison and Vega as the end of level 
in , Unfortunately, several months later 
noil ling's been heard, so it seems they were 
nothing more lhan rumours. 

One idea would t> 10 'imply slart nil over .mm 
— creak? twelve completely new characters, each 
wilh now backgrounds, making SFin a oompletety 
now game. The scope for the new combos and 
atl u;ks is mind boggling! New fealures ehouh.1 
n . lude an instanl-replay option and each characler 
could have Up lo ten IpecM moves, Whatevei 
Capcom decide to do, we're wre they'll iimke an 
incredible job of it — we're counting the days 
already' 



Zelda IV 

egend of Zelda fit on Ihe BNEfl is one of our 

ancient map pieces hidden in a huge castle in the 

centre 1 he only way lo gain access is to colled the 

eight keys hidden in eight dungeons spread around 

an individual world, and once the ten map pieces 

are found yon can enter the final world 

\ — the game would be huge! Just 

think what could be done with I 

battery back-up. a 20-meg cart 

I and a little Imagination — the 

£ game could be at least ten 

1 times as big as its 

.A ^ predecessor, with 

cinematic sequences 

accompanying aaoh 

; significant event, The game 

could have multiple paths to 

follow, each with " an 

ndividual ending and special 

.awards It could also change 

the order ol tasks you need lo 

' ' complete every time a new game 

^ is started to offer extra game life 

f The possibilities go on and on, so 

come on Ninlendo — do the decent 

ling and get cracking! 



NUMBER THREE 



Mario Kart 2 

Tin inusl be very high on a huge oumbei Of 
peoples 'mosi wanted' H*1 We nm:.i ■ «i-m r * * " 
Mario Katt is B classic and has so many 
possibilities for a sequel ft*! a wondor the big N' 
aren'1 working on It alro.idy' Tin? main new aspect 
we'd like lo see would obviously be hundreds of 
naw ii.icks. for both GP racing and battle mode. 
The new GP courses could be much longer and 

.i;ivi- i iol seotiona and even crossovers. There 

cuiirt !)'■ ni(|li1 i.M'- wilh lloorlliqtHs nnd log 
i,,i, i„... ..;i,i-. race inving cash rewards allowing 

ftOUp IBM Wka hnltut fngini". 



Inatured, including missiles, , 

wlinH him • ii- ni'1 lwn*i 

bombs,, The leasont ' 

should consist of 
more races and give 
each contender a ■ 1 1 n > > 
to build up weapons. 
Another feature could be od 

i;Oi signer, allow ;i 

,ii. no ol layout, conditions and special 
i,MHir,::.uki- ramp* and loop-tha loops, wiurh could 
also be saved to show your males. The finishing 
touch wouM be an alternative viewpoint. Some of 
thasa Ideas may seem a little hopeful but the 
1irn%ln'ii puKiufJ would tie amazing! 



NUMBER FOUR 



Mario V 

uper Mario World was one of Ihe best snes 
i). nnes ever, and there musl thousands ol 
w people crying out lor a new adventure — wo 
certainiy are! The scope lor a new Mario is as huge 
as Zelda, wilh hundreds of possible inclusions, The 
most obvious one is a much bigger playing area, 
wilh literally Ihousands of levels and loads of 
hiddan zones. Each level could have I wo or three 
different ways to complete it. and depending which 
exit you lake af feels how you progress — some of 
the paths being more difficult and others dead 
ends, put there to throw you off the scent, The end- 

... .. ■ i . ^U. I_.™„J»,_ i,x. 



deleat — in SJWW they were an absolute pushover* 
Interactive backgrounds would add a whole new 
slant, with loads of hidden doors and bonuses lo be 
found, and each world could have its own sub- 
world — $MW only had one hidden world for the 
whole game (Star Road). 



NUMBER 



Mortal Kontbat 2 

■ he word is that work on Mortal Kombat 2 is 
well under way and its arcade release is 
imminent New features we'd like to see 

included are the ability to play as Shang Tsung and 
Gorq and of course, more gore. How about now 
moves for the bosses — just imagine Goro taking 
huge bites out of his opponent! All the original 
characters could have new, updated moves with a 
choice of two or three deathmoves per fighter, so 
you choose how to finish your opponent, We can'l 
wait! 

There you have it — an exclusive insight 
into the next twelve months of sues 
releases. Follow them all in SNES FORCE- 
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The search for the ultimate Super Street Fighter II warrior 



~ ts probably the biggest game revolution since j 
chess and damn it's one hell of a lot better. Super 
speeds, super graphics, four new super 
characters — Super Street Fighter It — The New 
Challengers is arguably the best video game 
EVER. Already a sensation in amusement arcades the 
world over we're giving you the chance to become 
the champion of champions and win the prestige of 
SSFIt Supreme World Warrior. The honour of such a 
title will go to the best of the best and you'd better be 
good. With our own SNES FORCE champions lined 
up ready to shake up the competition and deflate any 
inflated egos, the task is an almighty demand. The 
tournament will take place in London where, after a 
pre- match meal, the competitors will get it on in a 
furious battle incorporating the arcade's cabinet 
link-up. And there they wiil stay — for the entire - 
day. Even if we have to drug the arcade owner 
and stay until the early hours we'll find a winner. 
With a glamourous trophy and a wealth of snes 
goodies for the grandmaster, those who think 
they're the best will be fools to neglect this 
opportunity to display their talent — if they're as 
good as they say. We're looking for three 
challengers, so if you fancy your chances at 
becoming the king, why not tackle these questions 
and pop it off along With a photograph of yourself 
to: SUPER STREET FIGHTER TOURNAMENT, SNES 
FORCE, Impact Magazines, Ludlow, Shropshire, 
SY6 IJW. Because we're not going to know how 
good you realty are until the date we're relying on 
trust alone to rake seriously good players. Those 
who turn out to be utter duffers will be ridiculed on the 
spot — you've been warned. Of course, if you defeat us. 
well be wearing the Dunce's hat — but who says you're 
gonna? ■ 
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To win your passport to an all-day duel to the death against the SNES FORCE 
champion and two other contenders, answer the tour questions below — NOW! 



1) Which of the following is one of The New 
Challengers? 

a) Fei Long 

b) Faye Dunaway 

c) Barry Beihel 

d) Long Dong 

2) The arcade game features Capcom's new 
sound system. What is it called? 

a) Q sound system 

b) Q and A sound system 

c) Q ED sound system 

d) Tandy's economy hi-fi system 



3} Which incredible feature has been added to 
the machine? 

a) Eight-player simultaneous option 

b) You can book flights on it to the Lake District 

c) It headbutts people called Percy 

d) A 1 2-inch version of that party classic 
'Shudupya Face 1 

4) Who is Cammy? 

a) A British special agent 

b) A new improved soap 

c) A lotion for nettle stings 

d) I durWO but Chrissy H has got the hots for her 



Name 

Address. 



Age. 



.Postcode 

..Tel: 



Closing date is the 20th January 1994. The Editor's decision is final and no correspondence shall be 
entered into. If you have a problem with that come down here and have a one-on-one tight with him. If 
you don't want to receive mail from other companies please lick this box G 
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When you're given the 
job of programming the 
sequel to arguably the 
best puzzle game ol all 
time, a year and a hall 
may sound like a long 
time. But as you'll see 
from Mike Daiiiy's 
working diary, things are 
never as simple as they 
seem... 



issions 



Mike Daitly is chief snes programmer 
for DMA a respected development 
house in Way beck in early 1992 he 
began a project that was to engulf 
his life for the next year and a half 
The chance to program Lemmings 2 for the snes 
was one of the biggest challenges of his life — it 
was also to be one of the toughest he had ever 
faced. 

What follows is a rare insight to what actually 
goes on behind the scenes of a top Super Nintendo 
game. Through Mike's working diary we can trace 
the progress of Lemmings 2 from day one to 
finished game. As you'll! 
discover it was one 
incredible journey... 



19/5/92 

At last I've got my snes development system, and 

started work on Lemmings 3. The worst thing about 

writing this on the snes is all the code has to be 

rewritten The Amiga being a 68000 machine and 

the snes being a 6502 processor 

based machine, simply means 

that the code is incompatable. I 

have a lot of typing ahead. 

The first thing on my mind was 
to get the scrolling working. Dave 
The Boss 1 Jones already had the 
scrolling and some Lemmings 
walking about, so I'd have to try 
and catch up. Its not as easy to 
do the scrolling for Lemmings as 
has been for the rest of the 
games I've done, I think I should 
do some research first. 

22/5/92 

After carefully looking at the snes 
version, I think I'll follow the same sort of system. 
As there's no way you can just use sprites for all 
the Lemmings. Because the screen can be 
altered at will, I've decided to use a Bit-Map. 
The snes however can't handle the drawing 
and replacing of the Lemmings to the main 
screen. Fortunately, the snes has a lovely 4 
colour screen, and it just so happened the walker 
and faller Lemmings are only 4 colours. That'll do 
nicely. 

id/06/92 

Phwee! At last. I've finally got the screen scrolling 
around the game area. So the next thing to do is get 
a Lemming drawn as fast as possible. This is very 
important. Looking at Sunsoffs 
version, it's very slow, it start's to 
slow down even when there are 
only a few Lemmings out! I'l 
have to do better than that 
— I've just got to figure out 
how! 





25KI6/92 

Well that wasn't too hard. I've moved all the codes 
around a bit to allow the graphics for the walkers and 
lallers to be drawn quickly. As the snes allows the 
address of ZeroPage (the fastest area to access) to 
be changed, I simply point it to 
the base of the graphics, and 
then draw them very quickly. I'm 
pleased to say the SunSoft guys 
missed this trick, This should 
allow me to keep pace with the 
Amiga version. 

07/07/92 

After watching the jerky scroll, 
Dave decided il just isn't good 
enough for a console, It suffers 
from the same problem as 
SunSoft's backdrop did — 
and it just looks pretty 
naff, After having a 
small chat with 
Scott 'Hired guns' 
Johnston, I've 
come up with a 
system that 
should allow 
smooth scroll- 
ing. Its a shame 
Dave can't put 
this in the Amiga 
version. Tm sure he 
can, I'll have to think 
about it though. 
Yup! I was right, Dave can use the same system, 
so it wont look too bad compared to the snes 
version. I think its also time to put some skills in. 
Jumper and runner first.,. 

12*19/92 

Now that the first couple of skills are in place 

(sort of), I can put in the dreaded fan. I have NO 



Sunsoft have 

requested some 

Japanese text — 

this II be fun. Lets 

put in some text 

they can't 

understand! 



"-M ** 
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20 17 20 
,1- . 



rat 



The flame thrower is an excellent addition to the 
game but don't let him turn around quickly! 
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The perspiration behind Lemmings % the DMA programming team and not an anorak in sight! 

do some real skills (Bomber, Basher 



zea how easy this will be lo use a joypad... I'll 
also put in the ballooner. although this involves 
some pretty heavy maths. I'll need to work out a 
setter square root as well, the one Dave's using 
is very slow for me to run — come to think of it I 
don't even know how to work out square roots! 

MMmrnm, After writing the square root in Pascal 
then 68D0O and then into 65816 I've managed to 
speed the maths routines up enough to use but I still 
don't really know how it works? 

BPBM3 

Those nice chaps at Nintendo have just sent me the 
new snes mouse — MMMmmm Yummy! A quick 
mornings work, and its in place... OOOooo I love not 
using the joypad. We'll have to do something about 
that sooner or later. Not everyone's going to have a 
mouse. 

Good news, I've also been given the go ahead to 
jse a 16 megabit cart. Whahey!! This should make 
lite a bit easier. I've just got my level conversion 
orogram working too so now I can port levels from 
the Amiga game. 

oa/12/92 

i Ve to do a basic front end so Dave can show 

10 Psygnosis. Emmm, I think I'll just start the 
end properly, as there's no point in 
rewriting it later. 

Finally figured out how to take 
shapes away from the 
background, with enough speed as 
to not slow the game down. It takes 
some very rapid code lo shift and 
rotate the data, but I've come up 
with a barrel-shifting method 
Which basically means that it 
lakes the same time to shift 8 
as it takes to shift 1. 

It's taken me a week of 
solkf typing, but it's time to test' 
fej Mmmmm. Oh well nothing 
this complex works first time 
anyway. 

Now that I've got adding 
and removing graphics from 
the background, I can finally 




Builder, 

Stacker etc..,). I hope to get most of these in before 
we break for Christmas, 

25/01/093 

Now that I'm back, I've started throwing in the skills, 
Walker, Runner, Jumper, Flailer, Thudder — all 
rewritten in line with Gods (Amiga version) plus 
many more at a store near you from 2010. Don't 
miss 'em! 

0002*3 

Corrected a bug in my DMA transfer routines, it also 
uses a circular queue and checks for frame over- 
runs Pause system updated (thanks to Brian 
'Biscuit?' Watson), and I've written an attached 
sprite system tor things like ballooners and flame 
throwers. Everyone get that? 

23/02/93 

Forced to finally start work on... the archer from hell! 

Also the filler, glue and sand pourers and the laser 
blaster. The Amiga archer code is really, well, how 
can I put this; bad! Andy 'archer' White has 
apologised and grovelled a few times in a sad 
attempt to make up for it — I suppose I can forgive 
him.,, someday. Probably once I don't have to look 
at it again. 

15/03^3 

I've now finished 13 of the the 51 skills . Oh well, on 

we go! I'm pleased to say Ihe maths code is holding 
up well though, I really thought the snes might not 
be able to handle it. 

22/03/93 

Time for the first demo. 

Dave's taking it over to the 

US with him to show at 

CES (Consumer 

Electronics Show). So 

I've finished the front end 

screen with a lovely 256 

j colour picture of the 

r *S Lemming village — 

J seems to be deserted 

/ though. 




JARGON BUSTERS 

Address: in programming terms an address is 

a single piece of memory with its own unique 

number. This number is the 'address,' 

Bug: a mistake in the program that causes 

unwanted results. So called because the very 

first mainframe computer got a value fused 

because a moth flew Inside it. The programmer 

put the dead moth on the log book and wrote 

'De-bugging'! 

Bitmap: graphics are arranged in rows of 

square dots called pixels. A collection of these 

pixels - for example a picture on the screen - is 

known as a bitmap. 

Coding: this is simply a programmer's terms 

for all the programming instructions. Coding 

the fancy word used instead of programming'. 

Crash: a really serious bug means that the 

program simply stops working altogether so 

that you can't do anything else. This is called a 

Crash. 

Debouncing: imagine a really springy switch. 

If you press it the thing might go on, off, on, 

off, on before settling down. De-bouncing is a 

method of making sure it just does it once! A 

similar effect can happen when selecting icons 

on screen. 

DMA: this means Direct Memory Access. It's a 

means of transferring data without using the 

processor (and it's faster tool) 

Front End: technical name for what 

gamesplayers call a titles screen. It includes all 

the bits that let the player select options and so 

on. Everything that isn't part of the game itself. 

Hardware: in the sense used here, hardware, 

means all the nice custom chips that can do 

special things far faster than the processor can. 

Mode 7 for example. 

Master Versions: not another console, but 

the version of the game that will be the absolute 

final version. (Unless something unexpected, 

which it always does!) 

Meg/Megs/Megabit: a bit is the smallest piece 

of memory possible and has a value or 1, 

nothing else. A Megabit is 1,048,576 bits. More 

commonly, memory is shown in Megabytes, A 

byte is 3 bits and a Megabyte is 1 048576 bytes 

(this is what is usually shortened to '1 Meg' NB. 

A Meg means a Megabyte and NOT a Megabit). 

Parallax: the effect in scrolling where objects 

that are further away appear to move more 

slowly than object that are close by. 

Pascal,68000;6502/6S816: ^scal is a high 

level programming language. 680Q0, 6502, 

65816 are different varieties of low level 

languages, which have very simple 

instructions. One instruction in Pascal is easy 

to understand and can do quite a bit , but can 

be large and slow. One 68000 instruction 

doesn't achieve much by itself but the result is 

compact and fast. 

Playfield: a playfield is a layer of graphics 

which has one colour transparent so that 

another layer can show through. This is one 

way of achieving parallax scrolling. 

Sprite: a sprite is a piece of graphic that can 

be put onto the screen without affecting any of 

the background. 

Video RAM: normal memory is where the 

program and some data is kept. Video RAM is 

special faster memory where the graphics go to 

be displayed. 

Zero Page: a part of the snes memory which is 

faster to use than other parts. 
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A practice mode gets you into the swing of things. 

Fixed a small bug in the sprite smooth scroll 
system, which caused the sprites to judder every 
now and again. MM mm.., now the Amiga version is 
finished, perhaps III get some artists to draw my 
parallax backdrops? 

Oh dear ...who's been a naughty boy then, I fixed 
a small bug — ever so small honest — in I he 
background removing system. This one's been 
around for a while, and I thought it was going to be 
quite difficult to sort, Oops. Hope no one saw me. 

05/05/93 

Finished yet more skills, golly there's a lot of them! 
Changed the panel a bit, and moved Video Ram 
about again I'm also to get a new programmer Adam 
Fowler, he'll be doing all the front end and intro 
screens, that should save me a month or so! I think 
I'll get him to do the practice screen first, that'll be 
handy for me, as testing these new skills is a pain, 

24/05/93 

Adam's jusl finished version one of the practice 
selection screen. He's also managed to do the tribe 
select screen! I've been busy loo. I've just put in 
version one of the parallex backdrops, some nice 
looking pictures there. The Archer is FINISHED!!! 
Even the throwers are in! My what a nice month, 

31/05/93 

Second Demo for Psygnosis. All the levels are now 
in — subject to change. All 122k of them! Actually 
that's not bad for 124 levels, Rob 'compression' 
Northern has some nice data -shrinking routines, 
These levels would have been over 1,142,784 bytes 
in size! Good compressions eh! 

Adam's finished the level select screen, almost 
exactly the same as the Amiga one! 

16/06/93 

Just finished putting in Metal, Ice and Water, Nice 

and easy really Nothing like a simple task to relax 




The lemmings 2 art team pose for a post-production group photo. 
What's the secret of their sinxess? They talk to the potted plant! 



you. Adam is in the middle of writing the 
LOAD/SAVE section, this will have to be different 
from the Amiga version, as I don't want people to 
have to enter in names! We've decided to go lor a 
Mario-style save selector, 4 slots, each with a 
percentage indicator allowing the player to see 
where he is in the game. There's also a talisman for 
each slot showing the current medal for each tribe 
Dave stated 'MMm... I wish we'd done that for the 
Amiga one' It just shows what a fresh set of ideas 
can do. 

The Nuke seems to be playing up, as not all the 
Lemmings are dying. HI have a look at it when I've 
got time.,. 

21/07/93 

Third Demo, Psygnosis seem to be taking an 

interest now, I guess I'll be churning oui the demos 
— not that Adam has finished the in-game stuff, he's 
just started on the intro. We're not really sure if we 
can do the full Amiga version, it all depends on what 
the game takes up. 

Biscuit, to his disgust, has been told to heip out 
with some skills He's a 68000 programmer, and 
really dislikes the 6502 type processor in the snes — 
' Shame. It did take both of use to figure out why the 
Magno booler wasn't working though — i hate tricky 
bugsl 

I've now got trap doors, exits, etc in and it's 
starting to look more like Lemmings now. The game 
has also been tied together using Adam's front end 
stuff — you can actually play it now! 

03/08/93 

Fourth demo. Oh dear. 'Mr Lemmings' Timmons who 
has been testing L2 has jusl handed me a few 
sheets full of bugs. So I have to fix, Water, Blocker, 
Walker, Faller, Pourer's, scroll (of all things), and 
quite a few more. At least Psygnosis won't find quite 
as many when they Start testing. 

After a small meeting with those involved I've 
added cannons, they're not the same as the Amiga 
version, but they still fire. We also came up with a 
spiffing new control method for the joypad- It should 
allow folk to play the game with a bit more ease- 
Adam's been handed the task of coding it. It may 
take a while to get it feeling just nght, but it'll be nice 
when it's done. 

11/08/93 

Fifth Demo. I've fixed the dancers, but Ihey still glitch 
quite a bit. I'll ponder on this some more. Adam's 
lock-to- Le miming on the joypad works really well. 
Gary even prefers using this to the mouse! 

If s official. The roper is in!! This is the worst of all 
the skills, and its finished, I think I 
deserve a pint for that one! Oh yeah, 
Biscuit helped a bit. Oh well, it's still a 
bummer of a skill 

I'm starting to put in all the 
trimmings now, like pause stops, the 
timer and debouncing the icons Irom 
the buttons, I've even fixed the nuke! 
What more could a growing lad ask 
lor? 



1 3/03/93 

All the skills are now done. Gary and 
his helpers are now in full lest mode. 
So much in fact that it's hard to get 
any graphics out of him! You have to 
spike his seat in the morning and pin 
a large notice to his monitor so he'll 
actually do them. 

The dancers are now drawn 
meaning I can have all the Lemmings 
dancing, and you can actually see 



them tool I had set aside two days for this, and it 
took me two hours. Early lunch I think! 

Biscuit fixed the Fencer, and magno booter 
(again) while I lixed the swimmer and Nuke (again). 

Demo seven: first Alpha version 

Almost there! Psygnosis now go into full test mode. 

25/08/93 

Psygnosis' first bug report. A long list of 20 or so 
bugs, however there are only two I haven't fixed! 
Fixed some more of Garys bugs — ones he found, 
not ones he put in. Adam also fixed a bug in the 
Medal award, and we both hunted for quite some 
time before we tracked down a very nasty crash. 
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r shows all the new skills available. 



16/09/93 

IVe started to get the music and sound FX. The 
music's pretty good, though some tunes are strange. 
IVe asked Mike 'The musicai' Clark to add some 
echo to the Cave style, thafd be nice. The sound 
drives are quite good, so IVe put in a Stereo effect 
tor the Lemming sound effects Depending where 
the Lemmings is in relation with the screen, the 
Lemmings sound will be loud and out of both 
speakers, or soft and out of either the left or right 
speaker — the Amiga version couldn't do this! 

Demo eight: Beta Test Version 

Date: 28/09/93 

Sunsoft, who are producing L2 in Japan, have 
requested some Japanese text. This'll be fun. Let's 
try an put in some text we don't understand and 
can't read! 

The font they've also given us, is fairly basic, but 
I can't change it as a wrong pixel could change the 
way the message reads! How about Press lire to 
play' changing to The Monkey is in I he Tree.' 
Amusing thought — but not very praciica!. 

15/10/93 

Fixed the last of the bugs from Sunsoft, and have 
created two master versions. Now to Modem them to 
Psygnosis, the tiles are two meg each in size! 
Expensive phone bill. 

And as the last bytes of code rapidly zapped there 
way from Dundee to Liverpool, so Mike could look 
back on the end of an incredible year-and- a- half's 



work, There's no more he can do 
rest firmly in our and your hands 
All the remains for him is to 
sit back and wait for the 
critics to review his efforts 
Will the game be a smash? 
Were all his refinements 
worth il? Join us ^_ 
next issue for a full 
SNES FORCE exclusive^ 
review and find out just how 
good Lemmings 2 really 
is, ■ 



— his fate now 
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Remember Humans on the 
Game Boy? Well forget 
everything you know. The snes 
version of this classic puzzle 
has been completely 
redesigned and redrawn to 
create what could be the 
definitive puzzle game. 

Set way back in the Stone Age, the humans are a 
primitive bunch of Neanderthals high on ambition but 
short on intelligence — put in this- way, if tribes were 
snes games this rabble would be the Home Alone. 
Armed with a host of good intentions the prehistoric 
Philistines combine their collective brain cell to struggle 
against the evolutionary odds and beat extinction. Survival 

Packed into an eight-meg cartridge 
this version's graphics have been 
redrawn lor the snes colour pallette. 

means scouring trie eighty-odd levels for vital tools and 
weapons, while fleeing the clutches of the hordes of dinosaurs 
who enjoy nothing more Irian a tribesman or two by way of a 
light snack. 

Cooperative skills are the key to success and the humans 
have developed a unique way of scaling seemingly out of 
reach platforms Clambering on top of each other, they form a 
stack — the only trouble is getting the guy on the bottom up to 
the top! 




Once the rope is discovered the clueless cavemen have a 
way of allowing others to climb up to a platform — it's an 
essential tool but very well hidden. 

When the action hots up the loveable layabouts need a 
weapon and what better than a spear. Again, it takes a 
thorough search to locate but is well worth the effort. Mot only 
can it be used to fight off hostile tribes, it also doubles as a 
pole vault — perfect for crossing lakes, streams and other 
treacherous hazards. 

Stone me! 

If that's enough there's the chance to discover fire. This 
wondrous revelation allows bushes (and enemies'!) to be 
turned to cinders — better use it carefully though, one wrong 
move and it's barbecue time, 

Just invented in time for the game is the wheel. Once it's 
mastered the tribe can zoom along at break-neck 
speeds showing euen the quickest of predators a 
clean pair of moccasins. 

Action is viewed Lemmings style with full-screen 

level layout, mission objective showing the number of 

tribesmen available lor the puzzle and an icon bar 

allowing you to toggle between the different tools and 

weapons discovered. Levels start slowly with the emphasis on 

getting players 1o grasp the game's concept and familiarising 




Above: using the patented ladder 
technique the tribe manage to 
climb high enough to reach the 
s pea*. 

Below: the bush acts as a barrier 
and the only way to get rid of it is 
to bum it down! 




The tribe of humans can stand on each other's shoulders 
making higher platforms reachable. 
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them wilh the controls. Pretty soon things hot up though with 
manner ol mind-bending puzzles to overcome. 
Although Humans has enjoyed massive success on other 
formats — particularly the Amiga where it was nominated for 
the Going Live Game Of The Year award — this is no 
straightforward port. The game's developers, Imagitec, poured 
months of effort into making this the definitive version and the 
early version ol the cart shown to SMES FORCE certainty 
bears this out. 



Drawing conclusions 



Packed into an 8-Meg tart this version's graphics have been 
completely redrawn to take full advantage of the huge sues 
colour palette. Scenes to watch out for include streaming 
waterfalls, heat hazes in the desert scenes and bubbling lava 
pits. Each discovery is heralded with digitised animation 
screens and there's the obligatory use of Mode 7 scaling on 
the Daily Rock information screens. 

Although undergoing rigourous playtesting as SNES 
FORCE went to press we can expect to get our hands on a 
finished copy of Humans in time for Christmas. And if you're 
looking for the ideal present to keep the entire family guiet 
over the festive season, this could well be the perfect treat. 

Well have a full review of the finished version next issue 
Out in the meantime sit back and whet your appetite with these 
screenshots... ■ 




Before each level starts you're given the lowdown on the 
situation of the tribe. 




Throwing spears onto higher levels couldn't be easier — 
simply set the trajectory and let rip, 






That angry looking human is a member of a rival tribe and 
contact means instant death! 




With just under three minutes to go, the strongest member of the tribe prepares to throw a rope up 
to the stranded leader. The yellow bar on the bottom of the screen determines the throws strength. 
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The bloke with the stupid mask is the tribe's 
witch doctor who proves very useful. 



The tribe lines up for inspection at the start of 
the level — would you trust these men? 



'Pulsating, prehistoric puzzler' 



ith the current batch of Street Fighter tl Clones around it makes 3 
freshing change to see an innovative puzzler on the snes. As soon as 
le dreaded P word rears its ugly head, games reviewers invariably 
make a host of unqualified comparisons with Lemmings and while 
they are both incredibly addictive and two of an elite group of games 
* that appeal to all age groups, the comparisons end there. Not that 
that's a bad thing, Humans uses an excellent blend of tough level 
ayouts and puzzles with a smooth and responsive joypad control 
■s a puzzle game that feels like It's been designed for a console rather 
;h is unplayable without a mouse, 
Graphics and backgrounds are colourful adding atmosphere and ambience to the puzzles 
and the digitised discovery shots and character animations add to the humorous feel. With 
eighty levels to explore each requiring a different blend of weapons and tools there's enough 
challenge for even the most sharp-witted of game fans and the inclusion of a password 
System reduces frustration to a minimum. Although the version I saw was only 60% 
complete there's every sign Humans on the snes is going to be even better than the Amiga 
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Above; choosing the right item is 
crucial — the useful spear is 
preferred to the flaming torch. 

Left: the larger levels have even 
more tribesmen to save, making 
survival even tougher. 
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Negotiating the ruined Lego-brick castle of Klud f Putty hops 
over a dug-in G J, Pup and his mortar bombs. 

Since our last action-packed, 
window-pane-holding- 
substance-stretching 
adventure, that li'l blue guys 
had a change ol career... 

hen the last of the royalties from his film 
rolled in and the bottom fell out of the 
commercial voice-over scene, Putty enrolled 
with the CIA to avoid moral decline. 1 was still 
stretched out on Venice Beach when he 
called, taut I joined my elastic associate once more for 
nostalgia's sake. We were immediately assigned to a top 
secret mission in the old Putty capital from before the 
twenty-year war with Wizard Scatterflash. The city was left 

We were the Putty Squad, our 
official mission to infiltrate the 
occupied territory and rescue 

decaying and peopled by his self- motivated vegetables 
and Demonic Imps, The de-briefing left us blushing but 
forewarned of the last effort to free the red Putty POWs 
from Flash's torturers. A fellow feline named Napalm was 
sent in as commander (I think I remember him from 
kindergarten) along with plentiful rations supplies and a 
battalion of those gormless Gl Pups. 

What's rubbery and stretchy... 

Napalm lost it and let the side down big-style, when he 
flipped his lid and pronounced himself the God of all Putty 
Moon's native spotted frogs, turning all nine varieties of 
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Wonder who the fellow in glasses is? Putty, semtex of a thousand faces, on one of the action- 
packed vertically-scrolling levels. The cunning disguise kit hides him from certain enemies. 

his trgops against us. Jeezus! 

We were named the Putty Squad, our official mission to 
infiltrate the occupied territory and rescue those MIA. I 

was tooled up with a skip-load of time bombs 

(standard field issue, keep out of reach of 

children and blue balls of semtex), Putty was 

issued regulation common sense. According to 

the blurred polaroids I keep under my bed... er, 

II AS the blurred advanc * shots me CIA had acquired, 

there were many useful items left in Klud. The X- 

Ray Spex for instance, which reveal the many hidden 

rooms and secret doors built into the city's architecture, 

Chilli to render Putty invincible, shields, green teleporter 

cheese, glowing phosphor and novelty Groucho Marx 

glasses to fool the pig- ignorant pups (Warning: may not 
work on Napalm, us cats are a higher life form}. 

... and comes in Novelty varieties? m 

Sack-up was promised in the shape of Agent X15, who, The menacing bronze idols 

when summoned with the Trashcan, appears from deep background distract from vi 

undercover work as a pedal bin to guide Putty's Space stars below the climbable 

Pod down from orbit. The pod was our means of travel to platforms. 



MOT% 



The menacing bronze idols in the 
background distract from vital 
stars below the dimbable 
platforms. 
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Birds and dogs, and the catfood — useful 
for summoning Dweeiil if you fancy a size 
nine In the ass! 



Note the sleek bodywork and injection- 
moulded, strengthened-fibreglass screens of 
the all new, deluxe model Putty Pod 3,1 , 



Putty Moon, and can take the blue one anywhere on 
screen. Putty learned lhat if he absorbed the Nltro and 
became pure semtex he could not only attach bits of 
himself to enemies and objects, but drop bouncing bombs 
from the Pod. 

Due to the recession, we weren't allowed any rations, 
but told that Napalm had plenty and we could thieve them 
by hitting him from behind. Always said the CIA had style. 

Super Putty! 

Putty was taken away for 'personal tuition', and returned 
with a suspiciously smug grin. He prodded me in the 
bread basket a few times and murmured They were right, 
it is springy. Quite bouncy, really../ before I remembered 
my New V ear's resolution to kick him in the ass on sight. I 
was worried, there was a rumour goin" round the canteen 
that Uncle Ted was on one of the snapshots we hadn't 
been shown. Apparently he was next to a mixing desk, in a 
Prodigy shirt. Shivering at the thought, I reflected that at 
least we wouldn't be the Pups' prime target when Ted was 
around! 

Reminiscing on the events of the 'Case of the Console 
Killer' as I puffed away at a CIA biro contemplatively, I 
wondered if the stretchy blue simpleton would, or even 
could, get out of this one alive.,. ■ 



ml 



Dem bones, dem bones.. . the skeleton looks dodgy, but 
never fear — Agent X1 5's trash can is on hand for backup. 




Holy Flying Dogs, it's the G.L Pup 3rd Airborne Division 
head down, keep that upper lip stiff, Putty old boy. 




After calling X1 5, Putty is overcome with gratitude as 
the Putty Pod descends from orbit to help out. 



An amp, a spotted toad and a giant strip 
light? Weird backgrounds or what?* 





'My mutha-in-iar is sooo ougly' 



I was impressed with Super Putty, it was an unmistakably quality 
offering, and as for the characters... I'm rather partial to them 
(about a 20,000 word covermount partial). I'd never have thought of 
crossing it with the map locations of Mario, and elongating the 
levels so they scroll just as far vertically as before, only with 
around twice as much to each side. I wouldn't have thought there d 
be room in one cart to fit the original gameplay along with various 
new types of semi-intelligent enemies, multiple CPU-controlled 
allies and scores of speltomdingty original collectables. In just a few meg? I don't 
understand itl 

People like System 3 are the reason some software houses get a bad reputation — 
with new titles like Puffy Squad knocking around, the benchmark for platform carts is 
constantly shifting and getting more competitive. Who's complaining? 

From the pre-production copies I've played, this looks very likely to scoop magazine 
awards left, right and centre and annoy a certain plumber to the point of insanity. Call me 
Mario-a-phobic, but I don't think he comes anywhere close to the Squad. Interactive 
icons, huge sprites on glorious backdrops, plenty of pwnch-'n-kick-'n'-platform action, 
when they finish Putty Squad System 3'il have a serious smash hit on their hands. 
Remember — you heard it here first! 
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Hmm, I'd say Scarlet Putty in the library with the nasty Cor, he's some frames of animation on him, 
spiky enemy. Ciuedo with Playdoh — what a concept) that Putty. Here he looks shyly away. 
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The moment of truth finally arrives 
with the Christmas standings in the 
SNES FORCE Super League. If you're 
looking for a New Year bargain, 
here are our favourites... 



Tim Score % issue 


l.ttoutJ'nGhMls 

* 


89|-| 


2. 8uns« Riders 


89|6| 




i. Castles aroa IV 

• 


88| -1 




4. Sapor Pang 

* . 


86| | 



5. Umiwnower Mm 



6. J« and Mac 2 

* 



7. Chuck Rock 



8. super Rontiennan 



S.T8I-MHW1 



10. Super Adv. island 



A R C A D 



861 | 



801-1 



81 21 



86111 



841-1 



1. Lost Vikings 



Goof troop 



Super Ion* 



Knttiy's Funtuwe 



Yoshft Cookies 



Trodden 



10. Spin Dizzy 



Score % linn 



91 1 



90 II 



88|6| 



851-1 



821-1 



79141 



7811 



641 I 



65131 



821 I 



PUZZLE 



Scor* n (. Issue 




Scores Issue 



tcoreS tenia 



Scores tonic 



S. taper Star ware 



5.SHKrTurrlC» 



B. Cybcrrator 



7. Super ProbntBcior 



8 Zombies 



9. B.O 8. 

* 



lO.pop'ir'Twirtwa 



95171 



92111 



92 - 



871- 



831814 



89 



92 - 



90161 



8611 



80I2| 



'Mai* Hart 



90!- 



, De««rt Hflhier 



90 6 



901-1 



881-1 



82121 



la.ENhHninoatl 



881-1 



871 I 



841-1 



Plotfflngi 



Des an Strike 



Mega 10 Mania 



Player Manager 



8, Super Strike Eagte 



Mech Warrior 



10, Wing Commander 7 



911 I 



87 II 



87| 6 1 



84| 



86| 4 1 



81 



79 Ml 



791 I 



84 
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ten best of its class. The SuperLeague wilt be available for the SNES. SuperLeague It 
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Game Typs 

Our SuperLeague™ category - 
indicating what type of game is being 
reviewed. 



section 



Welcome to Issue Eight and 
a Happy New Year to you 
all. This month we've got 
40 packed pages of official 
reviews just gagging for 
your attention... 



(Wist the makers say 

A chance for the people who produced 
the game to do a short sell to you. 



Sup Putty 



THERL08I Final analysis 

SQUAD 



Controls 

Which button does what when controlling 
the game. If a button does nothing, we 
say so. 



First Impression 

As soon as a game comes into the SNES 
FORCE office for review it is given to 
three Of the team for a 'first impression' 
session. 

At this stage the reviewers aren't 
undertaking a complete critical analysis 
of the game, instead they are simply 
presenting three snapshot impressions 
of the game. 

This element of the review process is 
probably the furthest most readers get 
when trying to evaluate software for 
themselves in shops, so it's a very useful 
acid test to see just how well the game 
fares, even without the manual. 

Don't expect all three of the reviewers 
to agree with each other at this stage of 
the review (in fact don't rely on that at 
any point!) 

For a balanced view you should 
compare the First Impression panels 
with the corresponding Final Analysis 
section. 



First day score 

One of the team is assigned the game for 
a complete review after the First 
Impressions have been completed. The 
first day score achieved is a good 
indication of how difficult a game is. 




Comment 

A full comment is much 
more detailed than a first 
impression statement. 

In order to give a fair 
assessment of the game 
one of our reviewing team 
has to spend at least half a 
day playing the game from 
end to end, or at least as 
far as they can get. 

Comments include a 
short summary quote and 
rating. 



Ratings box 

The definitive summary of 
how each game is rated by 
the entire SNES FORCE 
team. 

Even if you don't read 
anything else — read this. 



Superleague™ placing 

If a game is considered to 
be good enough, it will find 
a place in one of the SNES 
FORCE SuperLeagues™ 

In simple terms, these 
are lists of the top ten 
games in various different 
genres. 

SNES FORCE strongly 
recommends the purchase 
of any game rated in a 
League. 



day score 

The same reviewer who play- 
tested the game on its day of 
arrival will have been playing 
the game for over four weeks 
by this stage. 

You should expect the final 
day score to be much higher 
than the first day one. 

If it isn't — treat it as a 
danger sign. Our team is fgtl of 
professional games piayers 
and it's probably just too hard. 



Reviewed in full 

Tournament Fighters .32 

Lawnmower Man 38 

Young Merlin 42 



FtnaJ analysis 

Cast your mind back to the 
first glance panels at the 
front of each review. 

The final analysis section 
consists of parting 
observations from the same 
three reviewers who opened 
the box four weeks before. 

A month is a long time 
when you play games all day 
so look out for opinions that 
might have changed- 






46 

50 



Aladdin...... 46 

Flashback 50 

Sensible Soccer 54 

Mystical Ninja 

Super Turrican 62 

Daffy Duck 66 



hter 






...70 
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Index 3 




Beat-'em-up 

Producer Konami 

Supplier. — - Konami 

Price m - TBA 

Status Official UK release 



Players — ..... —..-1-2 

Lives - - ....N/A 

Conti nues ~ — - f -5 

Extras Speed settings. 



What the 
makers say... 

The world is a stage for 
a different kind of 
fighting contest... 
Tournament Fighters — 
a new generation of 
beat-'em-ups. 

■ Konmai 



Controls 



Normal 
^ p* punch 


Normal 
^_ _J kick 


fe| Fierce 
p> punch 


V ^ 


Fierce kick 


L 


Nothing 


R 


Nothing 

I 



First impression 



iything with a 
hint of martial 
istry appenls 



; soi 
for on 
a really tou 
chalterr 




Cooll 

frolicsome f 
the four amphibian 
heroes. 



First day score 

Simon level 3 



e e n a g e 



i 



M 



Deep | 

beneath 

the city 

streets lie twisting sewer 

labyrinths. City residents 

never gave a thought to the 

underground routes, the 

rotting smell r the darkness, 

the vermin — until now... 

■ he disease-condemned sewer tunnels are home to 
the Teenage Mutant Ninja Turtles, a group of 
reptilian martial artists mocked by society. With 
an unquenchable appetite for pizza, the ability to 
shout street cred slang with absolutely no shame 
and full combat training they're a unique crime-fighting 

team. 

When word reaches the turtles that a fighting 
tournament is being held, the half-shell heroes — eager 
to show they're not amphibians to be taken lightly, 



Armaggon: 

eight feet of 
mutant shark 
who likes 
nothing more 
than kicking 
turtle butt! The 
best tactic is to 
fight him from 
a distance with 
ariel attacks 

Aqua Shock: 

hold back for 
two seconds, 
push toward 
and [X] tor this 
devastating 
fireball. 




stage their own contest to find their representative in 
the forthcoming championship. 

But their private battle is interrupted by an arrow, note 
attached, which tiles into the room. The message informs 
the foursome that their mentor, Splinlef and reporter 
friend April O'Neil have been captured by the vicious 

Each has a range of special 
moves although the ultimate 
attach moves are more fun! 

Karai, who the turtles know little about. Two options face 
the turtles. They can either forget their scratty sensei and 
the niggling April and fulfil their dreams and get tots of 
money by competing in the Channel 6 tournament or do 
the honourable thing and rescue the hapless duo A 
tough choice — which do they do? 

Select Story" to control either Leonardo, Raphael* 
Donatello or Michaelangelo through a series of three 
round, one-on-one fights in an attempt to free your 
chums. The renowned evil entrepreneur Shredder has 
established his own crack crime unit the Elite Squad, and 
all of the mutants in this division must be faced including 
your own turtle mimic. 

Tournament has you brawling for superstardom on a 
major league television show fighting characters that, 
strangely enough, are also encountered in Story. 



Armaggon 





V^ 



Tsunami 
(Ultimata- 
Attack): when 
the green bar's 
full press [X] and 
[A] together to 
summon a huge 
water wave. 



Fin Slice: To 

execute this 
powerful Dragon 
Punch-type 
manoeuvre hold 
down for two 
seconds, push 
up and [A]. 



32 Review 
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Turtles 



Aska: the only 
female contender 
but don't let this 
fool you — she 
has some of the 
best attacks in 
the game. Her 
agility and speed 
make her a great 
character for 
beginners. 





Bum Bash: 

pushing [X] 
while standing 
close to the 
opponent 
results in this 
hilarious but 
deadly butt 
thrust attack. 
What a great 
move! 



Chrome Bomb (Ultimate- 
Attack): press [X] and [A] together 
when the green bar is full and he 
turns into a giant bomb sending 
opponents reeling. 

Chrome Spark: move the pad 
from down to toward the enemy 
and press [X] for this excellent 
Fatal Fury-style projectile attack. 
Use it wisely or it's easily dodged. 




Spinning uppercut; 

move the pad from 
forward to down and 
down/forward plus 
punch for this attack. 




Electric 
piledriver: push 
up then down 
guickly and press 

[Y] and LB] 
together — a 
shockingly 
powerful special 
move. 






urbo with death moves 



Oh, too late, too laie! If only Konami had got their act together a little 
earlier and released this before Turbo came out. they'd certainly have a 
number one bestseller on their hands. 

The moves are almost identical to the beat- em-ups already out on 

Jg4 snes in execution and effect, sort of a cross between Tuff E Nuff and 

Street Fighter fl. The controls are responsive enough, and action fast 

enough to carry it off. The sprites are superbly drawn and beautifully 

animated right down to the flickering shadows and wisps of smoke, 

everything about Tournament Fighter screams quality. The only thing stopping this dropping 
everyone's jaw to floor level is we've all already seen Street Fighter tl Turbo, where there are 
two more characters, the graphics have been polished to such a standard that they easily 
equal if not surpass TFs, and the moves upgraded through years of constant play and 
evaluation. 

Even so, this cart has a few arguments to actually elevate it above Turbo, like the Ultimate 
Attack moves — similar to the MK death moves but done so much better as you keep one eye 
on the meter, waiting for the second you're able to execute them. 

Plus there's as much challenge here as in any beat-'em-up anywhere, again similar to SFH 
but with different strategies making this a whole new ball game. 

There's the argument thai this is a blatant plagiarism from previous games, but it's so 
good you have to give it the benefit of the doubt — if just for the originality of the new 
fighters. Tension, anticipation, lightning-fast combos, spectacular moves — A^ 
TMNT Tournament Fighters has got the lot. Us a crying shame for Konami /i% 

that Turbo got there first, %J /|| 



Spin Attack: move 
the pad from the 
down position to 
toward and press [A] 
for this spiral attack. 





Whirlwind Attack (Ultimate Attack}: pressing 
[X] and [A] together sends a huge whirlwind 
toward the opponent. 







It's turtle vs. turtle and Mike gets the upper hand as his 
powerful sweep takes his opponent off his feet. 




Mike uses his excellent jumping attack to counter Raph's 
potentially deadly cartwheel move. 
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If two turtle tans want to fight each other 
there's Vs. Battle In which any two of ten mutants are 
picked for a one-on-one fight to the last. These ten 
characters appear in both Tournament and Story, though 
Vs. doesn't feature the rabid Rat King and the elusive 
Karai, 

Teenage kicks 

Each combatant possesses special moves along with the 
standard normal/fierce kick and punch functions. Special 
moves are triggered via joypad button combinations, 
though special moves aren't as entertaining as the 
Ultimate Attack Move. During Tournament and Vs. Battle 
each person has two gauges. The first is the regular 
damage indicator, depleting with each hit, and the second 
is the power up bar for the Ultimate Attack. This bar 
increases as you hit your opponent. When it's full, the 
Ultimate Attack can be used which usually finishes off the 
opposition once and for all. The beauty of this move is 
that it's a great way for deterring cowardly gamers who 
block all the time — even if on aggressor's attack is 
defended their Ultimate gauge goes up, therefor© the 
enemy has to stop blocking and fight or feel the effects of 
an immense finishing move. 

Turtle-necks 

The ten characters in Vs. Battle are a weird bunch to say 
the least. Each of the four turtles can be selected along 
with the Elite Squad. There's Wingnut, an alien bat hybrid 
with a wicked Sonic Boom-esque finisher. Don't be 
deceived by Aska's looks — she's a female ninja with a 
deadly curvaceous body. War is a huge, barbaric monster 
from the underworld, and Armaggon is a fishy character 
who's far from wet. Finally there's Chrome Dome, 
Shredder's robotic friend, and Shredder himself who, in 
this instance, is referred to as Cyber-Shredder. 

Fights are the best of three rounds and there are 
several game-altering configurations. There's a handicap 
option, difficulty levels, a variable time limit or a game- 
speed choice, ranging from normal- to high-speed 
settings. And if youVe never been one for a bit of rough 
and tumble there's the cowardly Watch option — sit back 
and view a computer-controlled fist-fest instead. 

Whether you prefer to save your friends or fight for the 
honour of top turtle, Tournament Fighters has even the 
most ardent of pacifists begging for a game. Nick your 
mum's green eyeshadow, pull the head off a broom for a 
pugil stick and tie a hankie around your eyes (don't forget 
the eyeholes) — the battle of the century is on... 



*" 






Leo 




Leonardo: 

the leader 
of the 
turtles and 
an good all- 
round 
fighter. His 
sharp roto 
cutter is 
particularly 
deadly! 

Endless 
Screw: 

move the 
joypad 
down, 
down and 
back, back 
and press 
[X]. 




Shining 
Cutter: 

move the 
down 
position 
toward the 
enemy and 
press [X]. 




Mad Spectre: press [X] 
and [A] together and Leo 
fires sonic waves, beating 
opponents to the floor. 



Roto Cutter: move the pad toward, down 
to down/forward together with [X]. 



Dynamite 
Bomber: hold 
back for two 
m sees and push 

Dr. 

ll Br 





Dragon 
Breath: move 
the pad in a half 
circle toward 
the enemy. 



Mike 



Mike: he's 
the cool one. 
and a pretty 
good all 
round fighter 
— his Dragon 
Breath is a 
great defence 
but makes 
him a bit of a 
flop with April 




Rising Thunder: hold down for two sees, 
push [UP] and [X] for this Dragon Punch. 




Donate Ho: one of the best characters for beginners to 
take because his powerful range of special moves and 
attacks are simple but effective. 



Headspin: move the pad 
down, down/back and 




back and press [A] 



Don 



Dragon Wave (Ultimate 
Attack): press [X] and 
[A] for a Dragon Spirit. 





=> 



Dance of Fury (Ultimate 
Attack}: hold down [X] and 
[A] when the green bar is full. 




Bo Thrust: repeatedly 
press [X] and Don thrusts 
his Bo madly at the enemy. 




Ground Claw: move from 
down to down/forward to 
forward and press [X]. 




Chrome Dome prepares to hit Mike with a chrome spark but the 
turtle's ready and replies with a counter attack. 



Review 
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Raph 






Raphael: the 

loner of the 
turtles, he 
prefers to 
meditate 
rather than 
party. This 
dedication 
and attitude 
makes him a 
great tighter. 



Power Drill: hold back for two seconds, 
push toward and [X] and Raph flies 
toward the enemy in a deadly drill. 



I 



• it 



Chest 
Buster: hold 
back for two 
seconds, 
push toward 
and [A] for 
this quick 
and deadly 
move. 
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The final showdown is between Mike and Karai — the Channel 
Six helicopter flies along filming during the fight. 



Jamboree: move the pad in a quarter- 
circle toward the enemy and press [XJ for 
this powerful projectile attack. 



Cyber 

Shredder; 
the arch 
enemy of 
the turtles 
and all- 
round bad 
guy — 
Shredder 
has loads 
of moves. 



Aura 
Crusher: 

hold back for 
two seconds, 
push toward 
and [X] for an 
up per cut. 





Energy Spray (Ultimate Attack): 

when the green bar is full press [X] and 
[A] together for a barrage of energy balls. 




Aska is in her own country and on the defensive as one of the 
famous four' attacks her for all he'* worth. 



Shredder 







Aura 
Shield: (V] 

and [B] at the 
same time for 
a deflective 
barrier to 
rebound 
attacks. 




Knee Crush: hold back for 
two seconds, press toward 
and [A] for this jumping knee. 

Lightning Crusher 
(Ultimate Attack): push 
[X] and [A] together. 






War: eight feet 
of mutant muscle 
and his only goal 
is to bring pain 
and destruction 
to all the 
competitors. 
Don't let his 
appearance put 
you off, he's a bit 
of a softie really. 




Death From 
Above: down 
for two sees, 
push up and 
[A] — War flies 
through the air 

War Dynamic 
(Ultimate 
Attack): when 
the bar is full 
press [X] and 
{A] together. 



fe 



In this bonus level the object is to destroy every safe before the timer runs 
out — sound familiar? 



Turning Upper cut: back 
for two seconds, push 
toward and [XJ for this 
devastating Balrog-style 
punch. 
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They're back! Just when I thought Id seen the last of those terribly 
I un-hip turtles, they return I Much as I hate the heroes in a half shell', 
' T.M.N.T. Tournament Fighters is one excellent game. 

The graphics are a joy to watch, the large and well-drawn sprites 
are great and the backgrounds are equally amazing, each having its 
own style. Animation is also very good, particularly when you knock 
up the speed of play. Add the amazing cut screens between each 
bout in Tournament or Story mode and you've got a visually 
excellent game. Sound is equally as impressive, with a variety of tunes accompanying 
each background and excellent spot effects that really help to bring atmosphere to the 
action. The thing which stands out most is the huge amount of options and game set-ups. 
There are various one-player games and an excellent two-player battle, plus variable 
speeds of play and even a special finishing move? 

Tournament Fighters isn't perfeet. One thing I tound frustrating is the computer 
opponents lack of consistency or tactics. In one round you can have a really close fight 
decided by one kick, then on the next round the computer kicks the crap out of you 
before you can say 'Fight'! 

Don t let this liny problem put you off what is — excluding the Street Fighter il games — the 



sound effects and is great fun to play. Just think, you get a chance to 
beat up those repellent turtles — in my book, that's worth E40 alone? 





Mike uses his dynamite bomber move to 
catch Cyber Shredder flat footed. Can he 
follow It up in time? 




The two remaining turtles battle it out from the right 
to fight the next challenger, Use the throw as it does 
up to twenty-five percent damage! 



■ Moonbuster: in mid-air, 
press down to toward the 
enemy and hold [X]. 



Wingnut 



Dive Bomb; while in mid air 
press [X] and Wingnut dive 
bombs his opponent. 



t, Wingnut: this beast is 
one weird mutant but at 

| 6 feet and 300ibs who's 
gonna tell him? He's 
tough to control though. 




•#+■'*'&, * 



Hovering: more of a 
move than an attack. 
Push left or right and [V] 
and [B] during a jump. 



tan 

IBs 




m: 







ITS 



■m 



Millennium Wave (Ultimate Attack): when the bar is full, 
goto the pub down the road, or press [X] and [A] for this move. 



Final analysis 




Street Fighters little 
rother. A superb fightin 
me thai is actually toug. 



one of the best beat- 
jp's on the snes! 

Excellent. A lasting 
challenge and a must for 
"-sat-'em-up fans and 
urtles addicts alike. 



Final day score 



Simon 



Level 5 



i * i i Id n t u 



SUPER LEAGUE 



2. STREET FIGHIrK II 



3, TOURNAMENT FIGHTERS 




This was 
another 
decision that 
went to a 
close vote. 
Tournament 
Fighters sadly 
lost out to SFIt 
hut beats MK 
in challenge 
and play ability. 



Sound 




\ 



The same painM thwacks and grunts of supreme 
effort we've come to expect if am Honami, 




an 



Graphics 

faultless animation en ptxeHtertect sprites ieepins 
aver gorgeous oaraitsx backdrops. 

Payability 




OjI 



Nothing new, out it's bem changed enough te make 
you re-learn combos with these new mows. 






Lastability 

Tough to master when you've got honed SfU instincts, 
and even then it's not as easy as Turbo. 




"■""■"■Ml 



Force factor 



A tough, suck heat-'em-op. m fust a 
shame its release is in the shadow c 


: 


on 
13u 


SFli well worth a hoy, 

,,' > 1 — —— ' — 
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TO WIN INSTANT PRIZES.. 




0$ 3 9 407059 



i 



07047 



Instant Win 



>fjtt* JOYSTICK ^0 



Any joystick up to £70 

0839 4070' 



tant Win 



HALE, 



autnator 

Qrariymauriisfribl!® 
upioSBJJ 

0339 407046 






WIN STREETFIGHTER II 



EHWaimiiT 



+ Sega 

egadrive or 

iuper Nintendo 

339 407043 

'^f your way 




mi mm 



'NINTENDC 
R MARIO 



3UPZFI 
DUPi 
ALL ^JTAFiU Gwtiity&l 



uu worth of 
COMPUTER 
GAMES 

J39 407053 

Instant Win 



£100 WORTH OF 
fcMANGA VIDEOS! 

0839 407054 



WIN 



> R&mote - kJmlfor usa z& 
$mnm monitor! 

o$$$ 4or@m 

KARAOKE 
MA CHINE 

mm 407044 

CD SOUND 
SYSTEM! 

©B39 40704B 



Calls cos! 36p per min (cheap) 4Sp {other times). Max possible cost £3.60. Please be sure you have permission to make this call. Where Instant Win 
Is indicated there is no tiebreaker and prizewinners are decided instantly by playing a deciding game. Other competitions close 28.02.94. All compe- 
titions involve multiple choice questions. f*intendo'Sega;Amiga/Streetfighter II are alf registered (tademarks of their respective companies, We are 

neither related to nor endorsed by them.For rules and winners 1 names please send SAE to 

Info Media Services Ltd, PO Box 28, Northampton NN1 50S, lnv8rt Jan 



Arcad 



Producer. 

Supplier 



Storm 
Storm 



Price £44.99 

Status Official UK release 



Players 2 (simultaneous) 

Lives -..-.. — — ~.-3 

Co nti n ues. . - 

Extras-- Wone 



What the 
makers say... 

An original concept 
incorporating a multi- 
tude of gamestyies. If 
you doiYt put this on 
your Christmas list 
you're as crazy as Jobe! 
■Storm 



Controls 



^ — '3m 


Fire 


- 


Jump/ 
missiles 


Cont. jump/ 
missiles 


Charge fire 


Charge fire 




Charge fire 



First impression 





The VR sections 

look great, the 'real 

life' sections are a 

,J bit weak. 



That VR is corking! 

Hang on, who put 
Lethal Weapon into 

the platform bits? 



Where did this C64 

game come from? 

Hang on a mc — 

the VR is brilliant! 



First day score 

Simon Level 3 





'Mil Hi 

Lull L 1 


1 j 

■ r 



Don't you 

just wish 

you could 

get away from it all? To enter 

a world free ol problems? II 

you think alternative worlds 

are harmless, think again... 

Virtual Reality has already swept the nation and 
amazed all who've damped; on a hi-tech helmet. The 
revolutionary new software system creates virtual 
worlds, computer generated images which the player 
interacts with. Although the latest VR craze is combat 
arcade games the system is used for projects deemed more 

serious Medical practitioners have benefited from VR along 

Shop. The government 

Spending all of his time in the Virtual Reality 
world, Jobe intends to escape via the telephone 
lines and seep into all communication networks. 




In the Real World sections e*plo*e every nook and blast every 
cranny — a shiny collection of CDs could hawe gone unseen! 

Progressing from a box of meccano and a set of simple 

experiments from an Argos catalogue, Lawrence worked on 
virtual reality projects funded by government organisation The 



with rookie pilots using it for flight training. But could the 
technology prove lethal in the wrong hands? Well horror of 
horrors! It already has... 

Dr Lawrence Angelo is a scientist — a good one. 




Once used to the dizzying momentum, the aim of this VR 
section is gliding past the pillars and under the bridges- 



group isn't interested in 
VR being used for 
entertainment or to help 
medical practices but are 
testing the possibilities of 
its strategic importance 
— its importance in war. 

Lawrence's research led to developing the mind of a 
chimpanzee to the point where the apes could play games 
and solve complicated puzzles. Then, The Shop took the 
chimp away and developed its mind further so it could fight in 
the battlefield where normal soldiers couldn't. 

Vour ass is grass... 

Dr Angelo' s latest project involves Jobe, an adult with the 
mind of a child After a period of time, the Virtual Reality 
experiments improve Jobe's brain activity by 400%, at which 
point The Shop takes an interest and before long Jobe is 
transformed into a military machine. 

But now, even the government cannot stop Jobe's 
intelligence from expanding and this unfolds into a serious 
threat to all mankind, Spending all of his time in the Virtual 
Reality world, Jobe intends to escape via the telephone lines 
and seep into all communication networks and ultimately take 
over every computer world-wide. 

Dr Angelo feels responsible, for he introduced the 
seemingly harmless garden assistant (hence 
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OR. ANOELO EXPtPIHEWThD WITH 
VIRTUAL REALITY TO VASTLY 

INCPEASE JOBE'S INTELLIGENCE 



THE RESEARCH MAS FUNDED 
HE SHOP. THE IP [ NTT-REST 
ITS POTEK11AL MILITARY I 





'The choice of a new generation' 



A confrontation with Jobe. Shoot him and fly into the distant 
hexagons — when all the shapes are hit, lobe's history. 



awnmower Mm represents a watershed in the evolution of snes 
■s and the first step toward home VR on our beloved console, 
hing the demo, you'd be forgiven for thinking this was a CD 
ime, All the hallmarks are there — the lavish intro sequence packed 
ith dazzling digitised movie stills, the stunning Enigma-style 
^undtrack suspending disbelief and transporting your senses to a 
w dimension and, of course, the smooth and oh so fast VR levels. 
. ,i& combination of these factors is an incredible sensory voyage of 
covery leading the snes to new heights in interactive entertainment — Its as if you re 
actually in the movie. 

Granted, it's easy for critics to find weaknesses in the game. Many CD games around at 
the moment (Microcosm springs to mind) fall into the trap of first class presentation, 
sound and graphics protecting what is essentially a tarted up C64 or old Atari game — 
Lawnmower almost falls down this troubled path but its variety of gamestyles help keep 
the player hooked. 

Okay, the platform shoot- em-up levels of the real worlds are weak (you can certainly 
see where all the memory went!) but the sheer i repressiveness of the nine virtual worlds 
more than make up for this. Sure they re not exactly the most original of sUb games but the 
graphic style is so new — and they re playable! —you've got to be impressed 
Cynics may criticise this but those with imagination and vision will see thh 
a new era of home VR interactive games. For refusing the temptation to i 
rush a safe' movie licence and instead take a risk, I salute all at Storm, 





Take that! Pixel blasting in Legoland 
2000 — the only way through is to 
exterminate the pop up 'threats,' 



GRASS CUTTINGS 

TLM is full of clues when danger is approaching 
Look for these icons on the platform levels. 

Yin Yang; 



nearby gun 
power-ups 
light up this 
icon. 

Skull: 

indicates 
imminent 
danger — 
move it! 
Exclamation: 
early warri- 
ng hazard 
System for 
our hero. 




Arrow: 

Shows the 
direction that 
should be 
taken. 

Cybenone: 

a VR level 
portal's 
about when 
this flashes. 
Eye; all is 
not as it 
seems. Blast 
scenery for a 
few s uprises. 



SNES FORCE ■ January >M 



Review 39 ► 



1 






► the name Lawnmower Man) to VR in the first 

place. With his close friend Carla, Lawrence decides to break 
into the VSI Complex (home of The Shop) penetrate the 
system and stop Jobe and his generated world. 

The game begins at Dr Angelo's house with the brave duo 
heading right, negotiating platforms, moving vehicles and 
shooting obstacles Me cyber guards and even cyber 
chimpanzees. Cyber suits are collected to reduce the impact 
of enemy fire and CDs can be picked up for points (would you 
turn down a free music collection?). 

... and he's the lawnmower. 

The platform stages take place in the real world but at the end 
of each portals to the Virtual Reality world have to be 
completed for Lawrence and Carla to continue. During the VR 
sections the viewpoint changes to a first-person perspective 
and range from simplistic flying exercises in the VR landscape 
to demanding battles with cyber chimps. 

Later levels are devoted to conflicts in the cyber-scape, 
one notable stage being the cyber tube. Here the player is 
catapulted through the bowels of the sysiem at a screaming 
pace, with pylons, electricity rings and a ruthless causeway to 
avoid. Tricky manoeuvres and precise aiming is the only way 
to escape alive. Two can play simultaneously on the platform 
levels and even in some of the visually stunning shoot-'em-up 
sections. One oi the most impressive is level five's virtual race 
where Dr Angelo and Carla each ride a fast car or motorcycle. 
The Shop security guards drive behind trying their utmost to 
barge them both off the highway. To help the underdogs are 
collectable missiles providing a neat explosive add-on to the 
vehicles. 

The final confrontation is with Jobe, or is it? The further 
you progress the more aware you become of the name the 
Do-omplayer Could he be responsible for the VR nightmare 
or is he just a twist to give this review an element of 
suspense. ..? ■ 




Is it just us or does that took like a narrowing gap? You have two options, and screaming isn't one of 
them. Either get through the gap quickly or get through the gap quickly — make your choice. 





H SB 1 



SI S| 




Above: Though computer graphics are accurate, they're no In this real world level Carla blasts the 

match for a good otd-fashioned rifle, oncoming vehicle* It takes a long time 

Left: Return of the mathematical shapes in the hostile Cyber to destroy but rewards the player 

Run, It's a chameleon's worst nightmare, with bonuses when it blows up) 
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DEFEAT JOftE IK CYBERSPACE 
TO PE£V£NT Hlrt ESCAPING 
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Everything's fine until a mons 
trous bridge looms. One hit 
and it's all over for Lawrence. 




Why, it's Anneka Rice back in her traditional role as intrepid 
treasure hunter The helicopter is used to span a fallen bridge. 



In this VR section dodge the 
obstacles then blast the 
enemies. 



Wot no FX chip?' 



bad but it could do with a bit more excitement. I play the role of this 
video games reviewer in a warped office. Together with some 
strange looking humans I write down my opinion on current game 
releases. Level Two has me on my way home, which is a bit tedious 
as I'm unable to afford a car stereo so I have to put up with playing 

K overtaken by other vehicles'. Level Three is when I arrive home 
is a strange mixture of events but oh so very real. Then for some 
inexplicable reason I start back on Level One having to repeat the entire game. Ill get this 
lunchbox off my head one day. 

Still, if it's simulating the latesl techno fad The Lawnmower Man has a long way 
before emulating the system of that used in the movie — but it has a damn good try. 

The graphics during the platform stages have their own diverse uniqueness — kind of 
symmetrical and very neat — a change from the over-coloured cute clutter of late. 

The VFt levels is where the game comes into it a different perspective. Breath-taking ly 
fast, you'd be forgiven for thinking this included a Starwing special FX chip. But it doesn't 
and it doesn't need one! During the Cyber tube and Cyber run levels, the screen flows as 
smooth as milk with perfect momentum. Incredibly fast and teeming with psychedelic 
obstacles. 

It's unusual for a game of contrasting styles make it big but those in Lawnmower are 
good enough to be released as individual products. A solid two-player 
platform er, frantic side-on racer and a remarkable into-the-screen blaster. 

Its not VR but it is VQ. 



w. 



>A 



'J 




Final analysis 






An above average game and 

the first of a new type of VR 

snes game. Can't wait lor 

Lawnmower Man 21. 



The VR simulation is damned 

impressive, but the platform 

levels are hardly wonderful. A 

valiant effort. 



Despite the nasty Real 
World sections, the virtual 
stages are excellent. Make 

sure you see this game. 



Final day score 



Simon 



l?l3l?lBni5 



SU PL R L LAG U E 



4. Super Pang 



5. The LawnmDwer Man 




AULA 



Astounding as 
the VR 
sections are, 
TLIW can't 
compete with 
classics like 
Sunset Riders, 
though it 
enters at a 
respectable 
five. 




Sound 

Moody melodies and scintillating synth stabs bind 
brilliantly together 1 for a top bunch ot effects. 

Graphics E0 

The platform levels are a mix ot old and tresb ideas 
ami ttm Cyber icttes are quite bewilder ms 

Payability 

You'll play tor ages purely oat of intrigue. 
Unfortunately it gets tough very quickly. 

Lastability 

A real challenge tor seasoned players who's 
appreciate the later, tetter levels. 



Force factor 
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Adventure 



Producer Westwood Studios 
Supplier Virgin 



Price 




TBA 


Status- 


Official UK release 


Players 




.1 


Lives 




Status bar 


Continues 


Infinite 


Extras 




...Passwords 



What the 
makers say... 

The main contender to 
Zelda's throne, with '94 
graphics and technology 
combining to make a 
truly superb game. 

■ Woody (all rise!) 
Virgin games 



Controls 




Change 
inventory 



Change 

inventory 



Change 
weapon 



Use weapon 



Use 
equipment 



Nothing 



First impression 



What lush graphics! 
I'd place a bet on 
■' • this being a Zeida tit 
beater! 



Cor btimey guvnor! 

Strike a light! 

Lumme! What a 

tuvverly little RPGl 



What's this? Why are 

the others so excited 

about Zefefe with 

inferior graphics? 



First day score 

Simon Mine cart stage 




Hil 






With Zelda 

almost a ■ 

distant 

memory, the snes is crying 

out for a top class adventure 

game. Could it be our prayers 

have just been answered? 

I ay back in ancient times, when Robin Hood 
was just a ladder in his father's tights, there 
lived a noble, youthful adventurer named 
Young Merlin. Brought up to respect 
traditional values of honour, justice and 
lincoln lycra, the pimple-ridden adolescent spent his 
spare time dreaming of the days when he would ride a 
white charger, defeat mighty dragons and rescue scores 
of damsels in distress. Little did he know what fate had in 




The babe is captured in a crystal bubble and captured by the 
little goblins — looks like a job for Young Merlin! 



lincoln lycra, the pimple-ridden adolescent spent his bedraggled babe the current pulled him under. Then all 
spare time dreaming of the days when he would ride a went black — cue Quaint music, mode seven scrolling and 
white charger, defeat mighty dragons and rescue scores cut to cute adventure game... 

of damsels in distress. Little did he know what fate had In On awaking, Merlin finds himself in a strange world 

store... with nothing but a small pool and a gem for company. 

After searching the area he decides it might be 
Gameplay IS Similar in Style tO ZBIuB a good idea to throw the gem in the pond. As 

soon as he does the first part of a rainbow 
[Me graphiCS are bigger and appears then a magic fairy gives him a missile 

weapon. Now equipped to take on the lands' 
the gameplay a lOt laSter. •*>! inhabitants he goes in search of further 

gems and his ultimate prize — the princess. 
One summer's day, as Merlin paced aimlessly along This is the backdrop for Young Merlin a remarkable 

the road to Pinedale, he heard a scream. Looking to the adventure from Virgin and Westwood Studios, a 
river he saw a beautiful young princess drowning. combination renowned for previous successes in this 
Without a moment's hesitation, he plunged into the genre (Lands of Lore and Fatjfes and Fiends to name a 
swirling depths but before had chance to reach the couple) on other formats, 
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Merlin explores the goblin's castle and has to work out loads 
of fiendish puzzles — like how to get past those blocks. 
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This giant pig is the first real guardian found in the game, 
keep attacking him with gold stars for success! 



s\ 



'-fi 



I 





1 


1 




MERLIN'S MEANIES 

Throughout his adventure Merlin is chased by a 
barrage of enemies. Watch out for this lot... 



The first boss Merlin faces is 
this gaint pig, Stun him with 
the magic powder then blast. 



Small goblins can 
only be killed with 
the bubbles 







The hammerhead 
shark inhabits the 
underwater section 
and can't be killed- 
Keep well away! 



Although scary, the catfish simply 
leaves YM dizzy for a lew seconds- 




Found under- 
water, this 
beauty soon 
turns nasty. 



Avoid the red 
ants. They 
fake lots of 
energy oft you 
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This is the entrance to the goblin castle. Find a Success! He's found the wheel needed to fix the 
way of putting out that fire if you want to get in! mine cart. All he's sot to do now is. find the cart. . 



The colour of magic 




~| There used to be an American series called Mr, Merlin. It was about this 
eccentric Grandad who taught this kid (Zak if my memory recalls) a tew 
magic tricks and there was always a traditional imposing moral at the 
end. Mr. Merlin was played by that bloke famed for being old. In Our 
House he was old. In Cocoon he was really old. But fortunately, this 
Merlin is — young! No more dodgy camera tricks or worries that the 
I leading star may fall dead! 

! Instead this is a lavish RPG with crisp graphics similar to that from 

CDi. But its powerful graphical presence is not only what Young Merlin has up its its 
spectacular sleeves- Personalty, I was impressed by the humour. Burbling speech, the actions 
the small pig creatures carry out and Merlin's girlfriend's father — a protective peer and a half! 
Due to the vastness of the land trudging around can get a bit irksome especially. when so 
many connected puzzles branch so far apart. You collect something from the mine, head to 
the waterfall to learn you have to go back into the mine and so on. The gameplay leads you by 
the hand in a sense but unhelpfully deserts you at times with little information and a daunting 
landscape. The Meanwhile' interval sheds light on such perplexities but aimless wandering is 
far too frequent. However this quirk goes unnoticed after a few explorations — you become so 
involved with the land lore everything else is plain trivial with the Merlin 
tasks being of utmost importance. What do you mean my house is burning 
down? Oh never mind that, lets just kill that dragon, See what I mean? 




\i 



These are magic flowers. As each one grows, When he's underwater, the only way to replenish 

Young Merlin gains a vital weapon. hi* air supply is kissing a passing mermaid 
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The gameplay is similar in style to the 
legendary Legend ofZeida though the graphics are bigger 
and brighter arid the gameplay a lot faster. 

The game's early stages are linear, meaning initial 
tasks such as finding gems and throwing them in the pool 
need to be competed in order, Should you be stuck for 
ideas, a thought bubble appears above Merlin's head with 
a clue. These early scenes act as a tutorial giving a 
chance to get to grips with the game style before 
plunging headlong into the heavy-duty quests. 

Level best 

Both weapons and collectables are found around the 
levels, These can be selected via an inventory screen or 
by cycling through them on screen with the [L] and [R] 
levers. Collectables such as magic dust for stunning 
enemies and flasks, which can be filled with life- 
replenishing waters, are activated using [Y]. When 
attacked, pressing [B] fires the selected weapon. The 
further you get in the game the stronger the weapon 
available — in the beginning you've got the only the bog- 
standard blaster for protection but later there are such 



HI IT*1 ii tV:!: 



forward to. 

The overall aim is to find the seven gems needed to fill 
the rainbow pool The search for these brings about a 
number of mini-quests which, in turn, may reveal the 
whereabouts of gems. Again, these start off relatively 
easy but quickly get tougher. 

In the woods you're challenged to rescue a dove's 
kidnapped reflection by overcoming a gang of mini 
goblins. From then on you're called upon to perform all 
kinds of tasks including finding a wheel in order to make 
a skateboard, hunting down a goldfish for the babbling 
wizard and scouring the undergrowth for flowers — 
sounds weird and believe us, it is! 



Have a heart 



Along the way there are plenty of enemies to overcome. 
The smaller ones can often be killed with a couple of 
blasts but the tougher bosses need a special weapon or 
combination of magic item and weapon to see them Off. 
Although a tough task, there's a good incentive for taking 
on the countless baddies — hearts! Life span is measured 
via a number of filled hearts. Empty hearts are found 
cunningly stowed throughout levels and are filled either 
by drinking magic water or the traditional enemy killing. 
Combat is not a crucial part of the game though and for 
the most part can easily be avoided. 

Rather than a stalk-and-slash type adventure, the 
emphasis in Young Merlin is clearly on puzzle solving. 
Beside the various mini quests, there are a variety of 
ZeidaiGoof Troop-style block-rearranging mysteries to 
ponder over. Manoeuvring a number of blocks onto 
pressure pads invariably springs a trap door, leading to 
further tests of brain and brawn. Gameplay becomes less 
linear as it progresses, though passwords are given after 
every major stage. And you're going to need all the help 
you can get because although the emphasis is clearly on 
fun it's definitely not a task to be taken lightly. So, if this 
world's getting you down, why not take a journey into a 
land of mohekian pigs, mutant spiders and giant fire- 
breathing dragons? We can't guarantee your safety but if 
you like games as much as we do, you'll definitely have a 
great time... 



k 
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n Young Merlin begins his adventure he's completely unarmed, though duri 
course of his quest he picks up many items. Here's a complete inventory... 

imb: invaluable Fire Torch: 

,n Rainbow World. J slow but pov 

It makes hostile 

lemies love him. 

agic Warp: if 

st, this takes YM 

ick to the last 

start point. 
...agic Flower: 
Vr£, plant these by a 
magic tree stum | 
'or a useful item. 

old Stars: first 
weapon YM gets. 
Powerful althouc 
slow. 
Lamp: collect th 



ic Dust: 

.s enemies, 
ing them 

x to kill. 

oon: used 
.flate Merlin 
ie can reach 

ledges. 

\t Star: 

r and more 

irful than 
gold stars. 
,ie Bottle: 

ith magic 

rand save 



eapon killir 
enemie 
Jcal Mi 
a mirn 
! foolin 
enemii 
bow g 

irow into th 
for a I 




iter use. 
ble: use 

underwater to 
" «w YM to 



Timer: r J 

and fre 
lies for 

hort period. 

reeze Mag 
■I for beat 



le Blow 

I for getting 
f a grou"< 
tblins. 




mine. Without it, 
YM's in the dark! 
1 ightning 

ic: the most 
;rful magic 



W 



lider. 
g: use 
. i large g 
rucial later in t" 




Above; this huge red dragon blocks 
the path in the Rainbow world. Killing 
him is simple — when you know how! 

Right: Young Merlin gets instructions 

from the fairy. In return for a small 

favour he receives an extra heart! 
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young Medin places the rock on the conveyer belt and waits 
for the machine to do its thing — willit be good or bad? 



This huge spider is one of the tougher bosses in the game and killing him requires skilful use of two 
special weapons — the mirror and the freeze magic. 
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In this animation sequence, the goblin Aargfi! The huge maze is a daunting challenge — 

challenges Merlin to cross his territorial line, keep an eye out for secret passages! 




West wood Associates have finally bought their programming 
excellence to the sues and I'm damned glad. An Amiga owner in a 
past life, I had the pleasure of playing two other West wood games — 
the Eye of the Beholder series — and enjoyed both. This outing lives 
up to their Amiga reputation. 

Graphically, Young Merlin is amazing, the excellently-drawn 
characters move around the playing area with unbelievable fluidity. 

One thing you can't help noticing is the vibrant and extensive use of 

colour which is of a quality rarely seen even in ones games. It features some of the best 
shading effects and colour schemes you'll ever lay eyes on — it looks as if it should be on 
a PC! Sound is equally cool, with amazing spot effects — the giggling of the little demons 
is particularly good, The accompanying musical scores are also great and add to the 'laid 
back 1 atmosphere. 

So why, you may ask, isn't Young Merlin a 99% game? The problem is difficulty. Because 
the game is so visually amazing and playable, you just don't want to stop, and because it's 
a relatively small game all to soon you're fighting the end-of-game boss and you've clocked 
it within a week at the most. The other small problem is the control method which seems a 



particularly suitable for the younger snes owner It's one of the best games 
I've played this month — get it today, you won't be disappointed! 





After a chat with Merlin the younger version now knows his next 
task — find a goldfish. Strange man,.. 



The queen fairy pops up at 
crucial stages of Voung Medin's 
quest giving him an extremely 
useful password. 
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The Rainbow World is full of dangers, none The gateway to the Rainbow World is finally open, 
more frightening than the man-eating plants Voung Merlin can now embark on the final stage of 
— steer clearl his quest- 



Final analysis 



The sprites are full of 

character and the humour 

dismisses the boring myth of 

most RPG's, 



A era cher! Chock full 

of groovy puzzles and 

sexy mermaids, YM is 

corking. 



Beats Zetda with a big 

stick, the puzzles and 

graphics are similar but this 

is less sickly. 



Final day score 



Simon 



Completed 



< n 



* C U c n 

i 3 n t u 




Clear, crisp samples Have youm stitches and the 
tranquil music is not in the least hit irritating. 



Colours to drown out Joseph's coat. The sprites ami 
landscapes are lull of detail 

Payability BE 

/Vto one cart resist a nose around new grounds and 
Young Merlin has you rooting about for hours. 

Instability ES 

WW tricky jjwzzfes and a new surprise around each 
corner it's certainty a train teaser. 
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Supplier 

Price 

Status 



..._ E4S.99 

Official UK Release 



Players _.. 

Lives -- 

Conti n Lies - 

Extras Password System 



What the 
makers say... 

Jump onto your own 
Magic Carpet and fly 
into the Wonderful 
World of mesmerising 
action and fantasy! 

■ Capcom. 



Controls 




A lad in trouble 



Capcom's MegaDnive sensation 
finally bursts onto the sues — 
how will everyone's favourite 
Christmas panto fare? 

Everyone knows who Aladdin is, if not from the hyped 
'biggest-selling-ever' Disney film then from decades of 
greasepaint- smeared minor celebrities dressing up as 
the opposite sex and reen acting his story in pantomime 
each yuletide. Still, you'll need a reminder if only of the 
names, lor this is the official Disney, Widow Twanky-less 
version. 

Aladdin ekes out a meagre existence on the streets of 
Agrabah, living in back alleys with his constant companion. 

The willful waif has learnt how to use 
shop awnings as trampolines, and when 
jumping grabs onto anything solid. 



Struggling to survive on the streets has taught Aladdin 
many tricks, the frequent dashes for safety from city guards or 
merchants have made him fast and agile His main method of 
defence is to lob collectable apples at an enemy, which stun 
them so he can jump on their heads, knocking them to the 
ground. No violence here, this is Disney and Nintendo, 
remember. 



loyal Abu the monkey. They steal what they can from the 
marketplace, concerned only with surviving until tomorrow, 
Elsewhere in the city, wealthy but greedy nobleman Jafar is 
obsessed with furthering his personal fortune and increasing 
his power by uncovering the fabled magic lamp which is said 
to rest in the hidden Cave of Wonders. After searching long 
and hard, he found the two halves of the golden scarab and 
took them to the exact spol in the desert where the cave was 
said to be. A rite was performed and the cavemouth rose from 
the sand, a gianl tiger's head, and proceeded to swallow 
Jafar's companion whole as a warning that 'only one who is 
worthy may enter. One whose rags hide a heart of gold. A 
diamond in the rough.' 

And so Jafar makes finding this diamond his new quest, 
spurred on by greed. 



The willful waif has also learnt how to use shop awnings as 

trampolines, and when jumping grabs onto anything solid 

(stalactite*, platforms, wooden posts) nearby and swings off it. 

Prince Of Persia-style. Health is displayed as a meter of 

hearts, beginning with tour, in the top left of the screen, next to 

lives or 'chances left'. Each level is a graphic delight requiring 

you to hop platforms and stun enemies to reach the exit, 

collecting as many Emeralds as possible on the way. 

Emeralds work as life bonuses when you collect 100 and earn 

a 1 Up. Abu is constantly present, scuttling 

around after the main sprite like a grinning, 

mint Tails and occasionally helping out by 

pointing the way at confusing junctions, 

The magic carpet collectable enables 
our urchin hero to glide when airborne by 
holding the [R] button, Other useful icons 
are usually instantly visible, but some are discovered by 
knocking over clay jars or bouncing on treasure chests to 
open the lid. Ammunition apples are acquired this way, as is 
bread for one health heart, roast chicken for full energy, hearts 
for extra health points and magic lamps for extra lives. 

Jafar? No thanks, I just ate. 

The first level is the city marketplace, where Aladdin and Abu 
must dodge furious merchants and palace guards, steal their 
daily bread and escape past the wooden arrow exit marker. 
Between this stage and the next, after the swordsman 
guardian, the valiant vagrant befriends a girl called Jasmine- 
He then gets conned by Jafar and winds up in ► 
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Aladdin escapes the palace guards by using a washing line 
and rug as a death slide. 
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In the pyramid Aladdin is desperately searching for Abu 
the waterfall of sand sure makes things tough! 





The way forward for Aladdin seems blocked and time is running Jumping onto the rope activates a counter balance and raises the 
out — the rope looks useful though! stone block, the way is finafly clear. 



ARABIAN KNIGHTS 

The streets of Agra bah are filled with nasty 
characters. Watch out for this evil bunch... 



Flying Pot: this 
strange creature 
causes problems 
and should be 
killed right away. 



Guard: the hefty palace 
guard stops at nothing to 
stop Aladdin's adventure. 



Snake in pot: tricky to 
avoid because they're 
constantly moving. 



Sword Fighter: throws a 
volley of swords which 
are very tough to avoid. 



Archer: very dangerous 
because he fires arrows 
at you. The best tactic is 
to duck under them. 



nd Sat: 

nd in the 
pyramid, 
these appear 
in droves. 



.-.' 




- 




Above: Aladdin and Abu ride 
the magic carpet out of the 
Caves of Wonderment, watch 
out for the wave of" gold. 

Left: swinging on these bars 
allows Aladdin to kill enemies 
and reach higher platforms. 




Aladdin is now inside the magical lamp and searching The rug is excellent for collecting those 
for his way out — be careful, it's a long way down! hard-to-reach gems, be careful though. 

'Great looking, why so easy?' 



After the excellent Mega Drive version of Aladdin hopes were running 
high that Capcom could deliver an equally good sues version. 
Unfortunately, Capcorn have made exactly the same mistake Sega did 
— looks amazing but it's far to easy to complete. 

The first thing you notice is the animation and how good it is. 
Aladdin runs and jumps around the scenery with amazing fluidity, 
there are superb Prince of Persia-style sequences where Aladdin 
pulls himself onto a higher platform. Backgrounds all make great use 
of the snes colour pa I let te and shading abilities, and parallax scrolling is used on most 
levels to give them a true feeling ot depth. Sound is excellent with a number of Disney 
songs included, as well as the great echo effect in the Cave of Wonderment section. C^ 
spot effects aren't quite as good but do their job and don't let the overall standard slip. 

Aladdin has one huge problem — the difficulty level. It's one of the easiest snes games 
I've ever played. Most people in the office completed it within a few hours, including some 
who, by their own admission, aren't too good at platform ers. 

This type of game is extremely frustrating to review because graphically and sonically it 
deserves a high percentage but the stupidly easy difficulty level means that it struggles to get 
above 65%. Lovers of the Aladdin cartoon may get something out of the *"■«*%* 
game simply because of the high-quality graphics, but if you're looking for 
a challenging platformer then I have to advise you to look elsewhere. 





The bonus stage is excellent for saining extra lives, or Hang on AM The fire rises and Aladdin is 
even credits. Only thing is, there's no skill involved. still hanging around, Get moving! 



SNES FORCE M January '94 



Review 47 



p. the Cave of Wonders for level two, where 

lirepits and wicked spikes precede deadly cliffs and a white - 
water log nde on the way to the lamp. 

They succeed, and the angered cave does all it can to stop 
the pixellated pair as they flee for iheir lives over level three and 
its magic carpet ride. After accidentally discovering the genie, 
Aladdin is invited into an enchanted world inside the lamp for 
level four. Leaping around the clouds and engraved platforms 
he must avoid the disappearing ledges and beat the Genie's 
deadly magic. 

The bewildered boy finds himself the victim of Abu's 
curiosity when lost on level five in the desert, and makes, for the 
shelter of a pyramid. Here he has to rescue Abu by finding the 
pet before the bloodthirsty graverobbers do, jumping through a 
fasM lowing avalanche of sand. Jafar's palace is the location for 
the final stage, the aim being to save Princess Jasmine from a 
terrible fate and all live happily ever after. In your way is the evil 
dictator himself, armed with magic cape and staff, and then 
again as a malicious egg-vomiting serpent, master of fire. 

What with demons, magic and wicked old men, not to 
mention dole problems and the cold weather, life on the streets 
is tougher than we thought, Pull on those winkle-pickers, pack 
your sun-tan lotion and get ready for the adventure of all 
time... 






Ill 









Aladdin demonstrates some of the excellent animation used in 
the game — nice vault AIT Ever though of a career as a gymnast? 



JUICY JAFARS 

Ho platformer is complete 
without bonus items and 
Aladdin has plenty... 

Lamp: this icon 
gives Aladdin 
another life — very 
useful but scarce. 
Apple: found in the 
streets, these can 
be thrown to stun 
certain enemies. 
Bread: restores 
one heart Of Al's 
life meter, usually 
found in chests. 

□ Chicken: restores 
Aladdin's entire life 
meter — few and 
far between though. 
Magic Brooch: 
collect this and Al's 
transported to the 
end-of-level bonus. 
Yellow Gem: 
collect 100 of these 
and receive an 
extra life. 

Vase; usually have 
apples or bread in, 
so every one 
should be checked 
Chest: open these 
treasure chests for 
a valuable mystery 
bonus. 

Bed Gem; very 
mysterious —they 
affect the games 
ending... 
Rug: allows 
Aladdin to float, 
making collecting 
gems much easier 







'Arabian Light (weight) 



I 



be tough for Capcom. after the phenomenon of Street 
tr li and subsequent rise in status from Software House to neo- 
religious organisation, everyone's expectations for each new game 
are rather high. 

They got away with the inspired but short Coot Troop by making it 
that it was aimed at younger players, but I don't feel so 
ring about this. No wonder they wouldn't send out any review 
,._*, Aladdin is very easy to suss within minutes. It's all very 
jHy done, welt up to Capcoms usual standard in graphics and sound 
requirements, but I was most annoyed at the ommital of several features from the Sega 
version, such as Aladdin s sword. The animation isn't quite as breath-taking as when seen 
on MD. although that could well be because we expect more of a snes, but this is still 
visually top notch- 
However, play for an hour or so and you've got the hang of the control method and 
started lo compensate for the unresponsive controls The animation's great, but when the 
main sprite is involved in a sequence (ie changing direction and sliding) you can't execute 
another command, such as a jump Tins happens in a split second, but still results in a 
IniKi rating gap between some moves which is costly on lives 

Then you get used 10 this and compensate accordingly, and then it's only a matter of time 
(about two hours tor mosi people) before you've reached the final battle, and it s not far to go 
from there. Jotting down new passwords effectively grants infinite continues, knocking down 
11 r duillengc to virtually nothing A familiar bonus game, uninspired Mode 
, touch** and immaculate presemalion can't save this platformer, which is 

si companies standards, but way too easy. 



'h 



8 Review 



Final analysis 



A brilliant, bright and bold 

platformer, just too darned 

easy — needs alot more 

levels! 



Looks great, plays great, 

then you finish it in 3 day and 

the £60 price, it grates. It's 

too easy. 



Great fun — you play for 

a while,,, and then finish 

it! Needs a stronger 



w wr*\~ 


challenge. 


I Final day score 

Simon Still completed 


1 1 TIF 


tn ISHEUl 




While it's 
great fun a 
a treat to 
watch, 
Aladdin \ui 
cant comr. 
with the cr 
of the pla tf 
crop. 
Bummer. 




Sound 

Perky times lifted direct from the film, very Disney, 
not very Arabian, bet damn good 

Graphics Ei 

Shaded as opposed to Disney-esaae t lovely $prites 
and near-faultless animation caress year retinas. 

Payability QQ 

Fun and easy to pick up, let down only ny lack at 
variety ami sluggish responds. 

Instability BE 

Everyone who played It reacted advanced levels on 
their first 90, and it's no trouble to finish. 



Force facto 



Potentially craekm' pJattormer, 
a shams they cauidti t ha ve pat i 
decent challenge in there. 



l-l 
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SONY 



IMAGESOFT 



ow nice do you think the people at Sony Images oft are? Do 
you know just how benevolent these folks really are? Apart 
from bringing you some utterly storming shes games over 
the last few months {Super Bomberman, Chuck Rock, 
Skyblazer, Flashback, Sensible Soccer...), they've decided 
they love their consumers so much that they've just gotta show it. 

Not only are they 30 Chuck Rock pin badges nice, they're five 
genuine Chuck Rock sues carts lovely, plus fifteen Sony Imagesoft 
T-shirts generous. Not content with that, they also strive to show 
how fifteen Somoemtan T-Shirts and a matching number of 
Bomberman plush dolls gorgeous they can be, Such 
merchandising, such selfless self-promotion! 

And don't forget us. we could ve kept the freebies for ourselves, 
but Instead we're offering them in the following bundles. 

• Five Grand Prize winners get a Chuck Rock cart, a Bomberman 
shirt and plush doll and a Sony T-Shlrt! 

• TO Wonder-winners get the Bomberman and Sony T-Shjrts» plus 
the lovable stuffed toy! 

• 30 Runners-up shall recieve Chuck floe* Le-Pins! 

And all we ask, nay, demand of you, is you correctly answer the 
questions on the right and send the completed coupon to Blow-up 
Doll Compo', SNES FORCE, Impact Magazines, Case Mill, 
Temeslde, Ludlow, Shropshire, SYO 1JW. As long as your entry 
arrives by the 31st January, you're fn with a chance to get bombed 
fn the New Yearf ■ 



I 



J 



To win these fantastic prizes courtesy of 
Caroline and the rest of the gang at Sony, 
simply answer the four questions below, 
making sure to include your name, address, 
age and telephone number. Good luck! 



1) Bomberman started oft on which of the 
following? 

a) The Amiga. 

b) The Mega-Drive. 
c} Pampers. 

2) Which of the following are dolls not used 

for (as far as we know)? 

aj Simulating high-speed car crashes. 

b) Filling high-ranking government 
positions. 

c) Cheap jokes on stag nights. 



3} Stone- Age man is believed to have gone 
on the quasi for what? 

a) The last vinyl album 

b) The Holy Grail. 

c) Fire. 

4) Who sung the original pop classic Living 
OotP 

a) Cliff Richard. 

b) Cliff Thorbum. 

c) Cliff Hanger. 



Name ,.., 
Address. 



Age ... 



..Postcode,. 
Tel: 



The editor is always bombed so his decision is Final, and no correspondence will be entered 
into (especially not on the subject of 'Sassy 1 the doll — nothing was proven!). If you don't 
warn to recieve mail from other companies or assorted cavemen, tick the box "I 
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Adventure 



Producer.,... „,.„.: Deiphine 

Supplier Sony Imagesoft 

Price £49.99 

Status Official UK Release 



Players 

Lives 

Continues Infinite 

Extras - Battery Backup 



What the 
makers say. . . 

A truly stunning, mind- 
blowing adventure that 
plunges the player into a 
world of intrigue. 

Can you handle the 
pace? 

"1 Sony Imagesoft 



Controls 




Action 



Use Object 




Nothing 




First impression 



Get a load of that 

topper main sprite! 

Looks like a 

stunning game. 



The animation is 

simply gob 

smacking and it 

plays like a dream. 



Conrad moves so 

flu idly . He pads 

around like a slinky 

springl 



First day score 

Chris Completed Level 1 







Mn 



Awaking 

in a dense 

jungle 

with no memory ol how you 

managed to get off planet 

Earth, you're going to wish 

you weren't Conrad Hart... 

onrad B, Hart is an agent with the Galaxia Bureau 
of Investigation <GBI) in the year 2142. While field 
testing his new Molecular Density Analyser, he 
and his girlfriend Sony* stumbled across a 
worrying statistic. A few people, namely 

important members of state and other high-powered 

officials, had densities so high as to rule out any 

possibility of their being human! 

Sonya disappeared, and Conrad was running scared 

through the city streets, hoping that he remained one step 

In a style reminiscent of 
Prince of Persia, Conrad can 
run, jump, climb and shoot. 

in front of the unknown adversary tailing him. He must 
discover the truth behind these bizarre high-density 
people. Secretly, he favoured a theory Sonya had first 
come up with — they were not people at all, but aliens 
infiltrating our society with a view to taking over by 
seizing all key positions without our knowledge- The GBI 
had to be informed, but he had a horrible feeling about 
the journey back tonight. To safeguard his findings, he 
had the forethought to record a message including all he 




Review 



Conrad picks out the safest route of perilous ledges. If he 
falls too far its instant death, so be careful! 
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knew of the sinister scheme on a holocube, the future's 
version of a dictaphone. As he rounded a badly-lit corner 
laser-fire strobed from a sleek black shuttle, the kind 
capable of interstellar travel, with two unseen occupants. 
The blast caught him square in the back... As Conrad 
regains consciousness he realises that his memory of 
how he got to this bizarre alien jungle, and indeed, 
everything else past a few months ago has vanished. 

Conrad begins with just his wits, four shields and a 
gun, and the inventory screen which also grants access 
to score and difficulty level updates. The shields Conrad 
carries act as lives, one being used each time he takes a 
bullet, eliminating the irritating stop and start again 
routine of conventional lives methods- Continues are 
infinite, restarting at the last backup point activated- They 
appear in the game as beige machines with the word 
Save' down the side. 

Hash moves 

Being a specially trained forces agent, Conrad has an 
extensive range of moves to put most main sprites to 
shame. In a style reminiscent of Prince of Persia, he can 
walk in delicate, measured little steps, run, execute 
shorter jumps from stationary or longer ones from 
running, and clamber up and down 



ALIEN NATION 

They're as evil as Satan but the alien armies 
are a sight to behold. Here's what's in store.. 




If this eye 
spots you it's 
time to run. 



This metallic 
globe can be a 
real shocker! 



Incredible mutating 
alien who turns to 
slime and speedily 
lurches toward you. 



Let this terminator 
in the room and 
prepare for big 
trouble. 



f 

i 







MOUTH-WATERING MOVES 

How can we show you exactly how amazing the 
animation is? We can't. But we'll certainly try... 




gap 

between 

platforms. 



The most 
satisfying 
move — 
shooting 
hings. 
Watch 
Out for 
the recoil 
though! 




Running 
around 
can be 
deadly. 
Especially 
when 
near very 
high 



Distant 
ges 
can be 
reached 
by jump- 
ing then 
clamb- 
ering 
upward. 



Less 
risky 
than the 
long leap 
his nifty 
skip is 
ideal for 
crossing 
walkways. 





J ^B| 




With bullets ricocheting off every brick and Hart adopts a classic Miami Vice busting 
tile, Conrad tries to hide behind a thin bar. stance as he edges into an alien complex. 




BACK BREAKERS 

Between the frantic levels, take a 
break and watch the excellent 
animated intervals. 



The start of the game sees dazed special agent 


Conrad Hart awake in a dense forest. 


1 4 i^ 1 
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# 


* 

•i 
i 


j - AA 






SBBcne T.rMt ~ i 



An example of a mental tester. How do you open that 
metal door and what's with the exploding mouse? 




'Far 



more than flashy graphics 



IMMaaHHHHMH^^HHBBI 




tf you see this you're in big trouble. Remember that unfriendly 
green vortex? This is what happens when you walk into it. 



"*"" ~~3 Playing Flashback for the first time earlier this year on the Amiga, I 
', was blown away by its amazing graphics and freedom of gamepiay 
— Tm pleased to say the snes conversion retains it all. 

The animation in Flashback is quite simply stunning. If you've 
never seen it, you're in for a hell of a shock! Conrad moves around 
so fluidly it's untrue — it's even better than Prince of Persia, and 
that's saying something! Each level is completely different, ranging 

1 from the dense jungle of level one to the futuristic game show 'Death 

Tower'. Levels are huge, with people to meet and talk to all over the place. There's also 
plenty of action it keep the trigger-happy gamers glued. The between-level animated 
sequences help explain the story and look great. The spot effects that litter the game are of 
the same quality as the graphics — the gunshot is particularly good. Music is quite scarce, 
which is a shame because when it appears it's great. Playability-wise, Flashback is 
virtually faultless, the password system means that you don 'I get frustrated by having to 
play the early levels time and time again, but the later levels are sufficiently large in size 
and difficulty to mean you don't finish it in a day. The only problem is, once you've 
completed it, you won't want to play it all the way through again! 

To put it bluntly, buy Flashback at the earliest opportunity. It truly is one of the best 



—zing graphics, excellent spot effects and an overall package to last for 




I thought a Flashback was something aged hippies got from time to 
time, I had no idea it was the perfect arcade/puzzle marriage. Mind 
you, with the spooky realism of some of the wierd alien jungle and 
faceless characters, it could be the former. Black and green 
creepers spiralling into the distance? Coming from France is no 
excuse! 

I'd like to see a spaced old hippy try and play this though, if you 
I haven't got the concentration of Kasparov and the lateral thinking 
capabilities of Mr Ruhik, you wont get past the first level. Design may be identical to the 
MD, but the graphics on sni-s are much improved. Sprites slink along just that little bit more 
flu idly, backgrounds are just a touch more intricate, and everything benefits from the 
superior Nintendo colour palette. As for sound, all it required to convert me was the 
incredible gunshot effect, it sounds just like they do on the big screen. Leaving out the 
tunes was a good move, the golden silence and minimalist, quality spot effects really build 
atmosphere, more companies should bear this in mind rather than stick dull tunes and 
over-cute FX all over the place. 

Flashback's true genius lies in the realism of the puzzles and tasks, where else on snes 
could you find a game where it's possible to take odd jobs in the city, chat to support 
characters, blast the bad guys and negotiate tricky platforms? Which leads me to my one 
moan, with the confusing control method you're always pressing the wrong button, which 
doesn't go well with the Space Ace one-false-move-and-you' re-history 
garrteplay. But hey — there's a battery backup, what's the problem? Like, 
don't worry about the Flashback man, it's like, a way groovy experience. 



m 



platforms. Plus, of course, the obligatory 
crouch which can be done with gun drawn or hidden, as 
can walking and the roll move, from which he comes out 
in a crouch with pistol at the ready, and standard RPG 
commands Look', Activate', Recharge' and 'Use'. 
Objects can be picked up or dropped at any time with the 
'Action' button, which also operates lifts (along with [UP] 
on the pad), talks to people, hangs from platforms and 
operates levers or switches. The Use Object' button does 
whatever is appropriate to the selected object, pictured in 
the top right of the screen, ie throw a stone or place an ID 
Card in the correct slot. When you are close to a character 
or object its name flashes up in the top right corner of the 
screen, the same going for useful machines. 

Back in action 

You must guide Conrad through many perilous locations, 
beginning as he wakes in the unfamiliar, otherworldly 
jungle, to cities such as New Washington where he can 
make shady deais and useful contacts, as well as taking 
legitimate or iUegal odd jobs. Remember though, as he's 
an alien here, any contact with the police is fatal! Lead him 
carefully through the hazard-fraught Cyber-Tower of 
Death, across deep space and back to Terra Firma (aka 
Earth), Tears will sting your eyelids when Conrad has to 
leave for an uncertain fate somewhere else in unchartered 
space, saying what awaits him would spoil the thrill. .. ■ 




f. V' 



WHh mutants rife within the alien complex it's wise not to 
stick around. Conrad sprints of in stunning visual style. 



ITEMISED LIST 

As in all adventure games 
there's plenty to see arid 
do. Here's a rundown on all 
the essential items... 

ID card: opens 
gates or grants 
access to a later 
level, but where 
is it hidden? 
Holocube: this 
gadget could 
shed some light 
on your 
predicament. 
Transporter: 
move about a 
level at the touch 
of a button with 
this teleporter. 
Rock: a simple 
piece of stone 
which can fool 
sensors and 
distract guards. 
Credits: in New 
Washington a 
man without 
cash is as good 
as dead. 
Gun: the first 
item Conrad gets 
to use and a 
flippin' good job 
too. 

Shield: provides 
protection 
against four 
gunshots. It can 
be recharged. 
Exploding 
mouse: wind 
this mobile mine 
up and let it 
scamper off. 







Final analysis 



"-*" - ... 


A blindingly solid, 

cosmetically superb puzzle 

that kept me going for hours. 

A corker. 




Amazingly good fun to 

play and offer a lasting 

challenge, it's definitely a 

'must have' cart! 


m i 


Logical, taxing, superlative 

puzzler. The best halfway 

house between games 

styles ever. 



Final day score 



Reached Level four 



35?B? 



SUPER LEAGUE 




2.FUSHBACK 



3. SHADOW/RUN 



ADVENTURE 



Although 
narrowly 
missing out to 
Zetda for the 
top spot, the 
extra 

testability and 
amazing 
graphics 
raises it above 
Shade wrun. 




Sound 

Sparse hut brilliantly executed, ttiis stones as a 
minimalist masterpiece, 

Graphics EB 

The best animated mam sprite this side of turbo (ami 
beyond?}, with Tata-worthy backgrounds. 

Payability 

The control methods a bitch, bat the ponies, 
platforms ami. , , er, shooting hits are excellent 

Lastability 

Qiffmoit to the point at frustration, hut we promise 
ym'S keep coming hack lor mere. 



9n 
u 




Force f 



One ot the most original stts a 
this year, Flashback wmappei 
punters, shooters, tampers. . . 



9 1 
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SUPER NES DEALS 

ALL GENUINE UK VERSIONS 

SUPER NES ALADDIN PACK 

& ONE NINTENDO JQVPAO 

* FREE SN PROP AD- 124,99 

SUPER NES STARWING PACK 

&ONE NINTENDO JOYFAD 

+FREE SN PROPAD 124.99 

SUPER NES STREETFIGHTER 

TURBO PACK 

& ONE NINTENDO JOYPAD 

*FREESN PROPAD 1 39.93 

SUPER NES MAR ID ALL STARS PACK 

& ONE NINTENDO JOYPAD 

+ FREE SN PROPAD 124.99 




SONY KVM1400 
14" FST COLOUR 
TV/MONITOR WITH 
REMOTE 
CONTROL. 

40 CHANNEL TUNING. BEAR 
SCAflT IKPUT. HEADPHONE 
SOCKET, TWO POSITION TILT, 
HLACK TRIMTHOh SCREEN, 
LOOP AERIAL. 

FREE SCART LEAD 

fSTATE AMIGA ST, MEGADHIVE OB SHEBh 

FREE £10 SPECIAL RESERVE 
GIFT VOUCHER 

SONY TV (GREY) .....194.99 

SONY TV (WHITE) 194.99 

SONY TV WITH FASTEXT 244.99 



SUPER NES GAMES 
♦= NEW GAME 

HHP 

ADDAMS FAMILf ,. „ , ,.. M.flfl 

i.DDAMS FAMILV 3 ■ 

| PUGSLEY'S SCA^ENGEfi HUNT 44. W 

iDVENTUHE5 0FDH. FHANKEN 44.49 

AEHO THE ACROBAT- M-9S 

AGUBI SUZUKI Fl RACl*|G 44,90 

ALADDIN* ,,,. .,,,,...48.99 

4LFRED CHICKEN- 49,94 

ALIEN 3 49.90 

ASTEflHX 44.99 

AKELAY ,., ~i i-i 

BQ.B , 44.99 

BATMAN RETURNS 49.M 

BATTLETOfiDS IN BATTLEHANIACS .. J» *i 

BUBSY BOBCAT J9.M 

CALHIPKEN BASKETBALL 44 $9 

CAPTAIN AMERICA 49.0B 

CHAMPIONSHIP POOL 49.99 

CHESSMASTER 44,49 

CHUCK flOCK 44.99 

CLIFFHAHCER 44.44 

COOL SPOT. 44,49 

CV6ERNATOFI 49.99 

DAFFT DLfCK- 

ThE MA HVIN MISSIONS- SAM 

DENNIS* 44.49 

: DE&EF1T STRIKE 44.99 

. DHACULA 44,44 

EQtJiWX 49.99 

EXHAUST HEAT 44.99 

c -ZEBO 39.94 

I FIRST SAMURAI 44 94 

PLASHBACK , 49.99 

: GOOFTRODP 44.49 

GP1* .,,,, 49,99 

.HOOK 44.99 

HUMANE. 44.98 

NCRE DIBL E CRASH D JMMIES 4£.9$ 

j MMV CONNORS PRO TENNIS, TOUR 49.99 

I JOHN MADMN -03 44.99 

JURASSIC PARK 34.94 

-.EVINKEEGAH PLAYER HAM AGfcR ...49,44 

HING ARTHUR S WOHL0 44.99 

KHUSTY'S FUN HOUSE 44.99 

^ACOON $9.94' 

-AUBORGHINI , 49,94 

LAST ACTIO** HERO 44.99 

UEHHNQe 44.99 

-£MMINGSS. 4*99 

'>'I*ING5 39.99 

I MAJOR TTTLE GOLF -44.44 
MARIO ALL STAflS , 49.99 
UARIO I5MI55ING 49.99 

MARIO PAINT WITH MOUSE 59.99 

UECHWAPlfilOfi... 49.99 

MEGALOMANIA „,„„„..,, 49.9S 

MICKEY'S MAGICAL OUEST 59.99 

V GUT iND MAGIC 3 ■ 5Q.3fl 



HIOHTAL KCMEAT 59.49 ...«« 

MfiNUTZ. 44.99 ..JtH 

MYSTIC QUEST 39.99 ..33.49 

NBA ALL STAR CHALLENGE 49.99 ..43,99 

OUR NFLOUARTEFtUACKCLlJB 59.99 .51.99 

PfttCE NHLPA H ICEHOCKET 44.99 ...24.99 

.37.4* hIGELWANSELL'S WORLD CHAMPIONSHIP 39,99 ...33,43 

QuTlANCltR 49.99 .. .44.99 

...34.99 PEBBLE BEACH GOLF 49.99 ...41.49 

...34.99 PGA TOUfl GOLF 44,49 .. .24.99 

...49.49 PIEftRS LE CHEF- OUT TO LUNCH...... 49.99 ...44.99 

,.37.49 PILOT WINGS 39.99 ...32.99 

...C1.99 P1NBALL DREAMS- 44.94 ,..Jft,J» 

.,,44.99 PINK PANTHER 49.9S ...44.99 

...43.99 PLOK 39.98 ...31.94 

...39.99 POP N' TWINBEE 44.44 . 40.44 

...37.44 POPULOUS 2 • 40.0S ...44.99 

...39.99 PRINCE OF PERSIA 44.49 -.41,49 

...40.49 PUSHOVER 39.99 .35.49 

...34,44 RAHMA 02' 49.99 ...44.99 

...33.49 FEN AMD 3TIMPY 44,99 ...39.99 

,, .44.44 ROAD fiUNNEfl ILOONEt TUNES'I 49.99 ..-36.99 

...44.99 SENSIBLE SOCCER 49.99 .. .39-99 

...44.99 SHADOWflUNi 49,99 -.40.99 

3J49 SlMClTV 39.99 ...32.99 

...38.99 SKVflLAZEft 44.99 ...36,94 

...J6.49 STARWING .....49.99 ...39.99 

..39.99 5TREETFK3HTEH2 64.99 ...E5.49 

...40.49 STREETFIGHTER TURBO ,.59.99 ...44.9* 

STRIKER 44*9 ...W.4* 

...49.99 SUNSET RIDERS .49.99 ...4349 

...39.99 SUPER AIR DIVES > 54.99 ...49.99 

...39.99 SUPER BOMBEHMAN 44.99 ...33.99 

... 36,94 SUPER GOAL 44.99 ...37.49 

...39.99 SUPER MARIO K ART 3-9.99 ... 31 -49 

...16.94 SUPER MARIO WORLD 39.99 ...34.49 

...33.99 5UPEH NBA BASKETBALL 49.99 ...41.49 

...43.99 SUPER PROBQTECTOH 44.49 ...37.49 

...39.99 SUPER PUTT* ..49.99 ...44,99 

.. 41 49 SUPER SMASH TV ,,,44.99 ...37.49 

...M.99 SUPER STAR WARS 49.99 ...38.99 

36 99 SUPER STRIKE EAGLE 49.94 ...42.49 

...3S.99 SUPER TENNIS 39.99 ...31.99 

...43.49 SUPER WWF WRESTUEMANIA 44.99 ...34.99 

..37.99 THOMA5 THE TAN* ENGINE ■ 44.99 ...39.99 

.. .24.99 TINY TOON ADVE U TURE S ■ 

..MM BUSTER BUSTS LOOS* 49.99 ...44.49 

...42.99 TOP GEAR 2' .....49.99 ...44.99 

...37.49 TOTAL CARNAGE ■ 44.99 ...39.49 

...37.49 TROOOLERS 34.49 ...34.49 

., ,61,94 ULTRAMAN .39.99 ...19.99 

...41,99 VEQAS STAKES 39.93 ...33.49 

...35.99' WAflPSPEED 49.99 -.32,99 

, , .41 .44 WING C OMM A Nil tH 

..39.99 SECRET MISSIONS 49.99 ...44.99 

...33.49 WINTER OLVMPICS ■ 49.99 -,,44,99 

3*49 WOLFENST6W30- ...,49.99 ...44.99 

...39.99 WORLD LEAGUE BASKETBALL 39.99 ...32.99 

...44.99 WWF ROYAL RUMBLE $9.94 ...69.99 

...49.44 VOSHIS SAFARI (SCOPE 5 GAME I 39,99 ...34.49 

..43.99 VOUNGMERLIN- E9.99 ...54.99 

.43.99 ZELDA3-UNKT0THEPAST 39.99 ...33,99 

...49.99 ZOMBIES 49.9* ...SI** 

...13.99 IOOL* , MM ..MM 




GAMEBOY DEALS 



ALL GENUINE UK VERSIONS 
GAMEBOY WITH NO EXTRAS 

FREE KONiX GB HOLSTER 39-99 

GAMEBOY WITH TETRIS+ BATTERIES 
FREE KONIX GB HOLSTER 49.99 

GAMEBOY PINBALL DREAMS PACK 

WITH PINBALL DREAMS GAME & BATTERIES. 

FREE KONIX GB HOLSTER .57 .99 



GAMEBOY GAMES 
• = NEW GAME 

iMAVSFAMiiY J -PUG5LEY3 

^.S-'JIT.EH HUM" ,,.,23.48 

- JHE ISLANO J i 2099 

i-FREO CHICKEN 23.49 

l^Lf ¥W At >S^4 

iSTERIX iigg 

■ ■tn-CiDS 12.99 

■ART VS JWQEHNAUT9 1 3 49 

an. 

'•«« ANIMATED StfllES Jl.g* 

•ATTLETCIADS S1,« 

I I-'IAIJS N 

: ijHiHOK S WORLD J1.H 

l€JT OF BEST KARATE 21.49 

= .. *r,D-rn I FXCc - - 1 FN' 

■"^VENTURE 1T4» 

&QH\C CIM1HAMDD ,21,49 

CASTLE QUEST- .20.33- 

JJ4iT L EV*NIA !*.« 

, :wgc« ROCK , .W.ti 

:. CHANGER* ,.,.,.,.,..,,.30.99 

ZARKWING [MJCH »4D 

- —ANKENJ !J49 

i* MAfi* SIMS 

3<u,cgt.A ,. , , 39.49 

aNOPSOWE 33. « 

9UCK TALES 31.44 

■WUHE STRIKES BACK 31.44 

■" ! 5 T RIKEE/10LE ....13.4* 

■ "ME r.AT. 20,94 

•OetTTS 33.4S 

WVKnOHTER 33.B9 

rjiTSTDWES 21 .49 

. -vu.A i HACE (WITH FOUR 

*-*»*« ADAPTORh 3&.I4 

IMIMKV. JOE Ahf r>Rt 



Oh THE TILES' 

G*«FiELD 

ii*RliDfLESDUE5T 

f.f m wOPKS 

5DAL- 

GOLF 

HUMANS ■ 

J*CK NIC KLAUS Gd'uP ...... 

JURASSIC PARR 

KIDURACULA 

KIDICAHL.IS 

K.IH H^S DREAMLAND ,,,,,, 

K.HUSTTS 1 UMHOUSi 

vAUROnOHINI- 

last action hero 

lawnmower man 

iFMmiNSS 

LETHAL WEAPON 

LDDMEVTUUE9 ■ ■ , 

MARBLE UADr«E££ 

MAHIU AND YOSW 

MEGA MAN I 

MERCENARY FORCE 

MICKEY'S PUZ&E 

MORTAL KDMBAT 

MOTOR CROSS MANIACS 

MUHAMMAD ALI BOK^U - 
UVSTIC QUEST. . . 
NIGEL MANBELL'E WORLD 

CNAMPlONSmP 

NINTENDO WORLD CUP 

PANg < 

PIERRE LECrtEF- 

OinTO LIJBCM* 

PlNUAL^ DRLAMS 

POPULOUS 

PHINCE DFPEHBIA 

PPlNCESSBLOB-ETTE 

H£MAND3TIMP¥ 



...31.93 
... 34 99 
■■■■13.4* 

.. 31144 
,,,21 ,94 
111 l"r 
...31.59 
. .31.49 
...Z5.44 
, ,22,49 
. ,»,49 
. .»« 
,..14.44 
'■IT. 
...WW 

...I3.m 

. »44 

3346 
3MB 
. =B4( 
. 3i: 4:1 
...39.44 
...i1.99 
. 23.99 
..«.»* 
...14.44 
...23.94 

. MM 

...23.49 
...3049 
.. .30.99 

.. nw 

.. .1 1.41 

. 33.49 
-!1.4f 

..Aim 

..32.9* 



ROAD RASH 23.49 

SENSlOLE SOCCER- 2(1.39 

Sfl<AR STH<PCFR ...13.49 

SPEEDY QONZALES H.99 

STAR TREK., Z&.49 

STAHWAHS , 22.49 

SUPER JAMES PpND „.„„.,, 2349 

Super MAflldLA^□ ... 2441 

HUPEH MARIO LAND 1 3S.43 

SUPER RC PRO-AM 31.44 

TALESPIN ITJ4 

TEENA6E MUTANT HEHO TURTLES - 

RADICAL HEEDUE ?1 44 

TENNIS ...14.44 

rERU.NATORS 13.44 

TFSSFRAF. 1T.49 

THE SIMPSONS . ITCH? AND 
BCAATCmV 23.94 

TINV T(J0*l ADVENTURES 21.48 

TINV TOON ADVENTURES - 
MONTANA S MOVIE MAONFSS 21 *9 

TIP OFF !BAS KETBA LL; 2|,4i 

TITUSTHEFQJi. 21.34 

TOM ANO JERRY 21.44 

TOM AN3 JERRY 1 23.9* 

TOP RAN KING TENNIS 28.49 

TOTAL CAflNAOE " 23 44 

TRACK AND/PIILD 34 49 

TH0LL9- . S3J94 

TURRIQAK , ... 1-1 16 

TURTLES i 35 44 

VIKING CtULD- 21 94 

WWP KMQ OF THE MNS ■ 23.94 

WWF SUPiflSTARS 21.49 

TOSHISCODKiE ... IB I . 

ZfiLDA LINK B AWAKENING ...22.49 
JEN- iNTEROALACTIC NINJA ...22.49 
ZOOL > 21.9* 



rt'tts two flam wear :?? j 




SUPER NES EXTRAS 



JOVPADS 

DBAOON SPEEDPAD 
(WITH AUTOFIREJ .... 



SM 



FREEWHEEL 

STEERING WHEEL 

FQfi&NES, PLUGS INTO JflYPAD 

POHT. SUITS MOST DRIVING 

GAMES. 24.94 

"jtaZ' LOGIC 3 LOGIPAD SN 

^ ■C9k FOR SUES. FULLY MICRD5WITCHED 

UBn JOVPAD. WITH AUTO TIRE. 13.99 



Q 




NINTENDO ^-^L^ 
COKTRO-I. PAD *J 

1S.99 ' ^^^ 



NINTENDO SCOREMASTER 
JOYSTICK 4 SLOW MOTrtSN A 
TWO SPEED AUTOFIFE 35.99 

PHASE 9 OBLITEHATQB WITH 
AUTOPIREtTWC- &PEE0J 1 SLOW r*> 
MOTION. 13.99 

OS16D SUPERCOM2 

JOVPAD (WITH SLOW MOTION 

ANO AUTOFIflE) 1Q.99 







QUICKJOY SN PROGRAM PAD 

P*OGR* V UA9LE JOT PAO CAf> 

HgLP UP TO TN«E€ PRESET MOVES 

IN M€MOH v IDEAL FOR DAMES 

WHERE SPECIAL MQVESiJSHJC 

MORE THAN ONE BUTTON ARE 

REQUIRED 29.99 

QUICKJOY SN PROGRAMMABLE 
JOVSTICKWITH AUTOPIRS AND 

SLOW MOTION 35-99 

QUPCKJOYSN 
PHQPADfl/WTH M'?l 
SLOW MOTKNH ANO 
TW0 9PEEIJAUTH3F1HE) 11.99 

SAITEK ME GAM AST EH I 

JOYSTICK WITH AUTOFIHE AND 
SLOW MOTION (MICROSWITCHf Of 
19.94 
SAITEK MEGAPAQ II WITH 
AUTOPIRE AND SLOW MOTION 
11 99 
TURBO TOUCH 36(1 
A (TOUCH SENSITIVE JO* RAD 

WITHAUTOFIHEt 18.99 

NINTENDO SCOPE * LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. . 



LRAOS 

5C*RT iMD- SUPER NES TO TV rtlTH SCART INPUT 9.94 

MdWITgR LEAD- 3UPER NES TO 

PHILIPSCMaajJMIKIORCeM 10B4S MONITOR ...13.9* 
NINTEMDD STEREO AiJDIQ.'VISUAL LEAD 
FOR SUPER NFS INCLUDES SCAflT^URO 
CONNECTOR AND RED.'YELLOWiTft'HITE PHONO 
SlEMtO A VIDbU LtADj 15,99 





STOftAOE 

PROTECTOR C*SES FOR CARTS (P4CK OP 4). 
PROTECTS. CARTRIDGES FROM MOISTURE 
ANO DUST |C LEAR PLASTIC) 



LDOIC 3 MI^LTI ?A9E CARRY 6AQ ,.,,. 

C.A MF OEHIE 

l.aA«ES ENHANCER. #LLOWS CHEAT 
COPES TO FJS ENTEHED FOR INFINITE LIVES, 
CREDITS ETC:. BOO* OF CODES INCLUDED'' 



u* 

.12.44 



MANGA VIDEOS 

PLEASE NOTE THAT C IJF TQ THE NATURE OF SC>ME 

Df The videos we only accept posteQ'FAXeo 

ORDERS POR VltJEOS WITH AN I B- CERTIf IC ATF 
PLEASE STATE 1 AM OVER IE ON YOU H ORDER 

• a mew woe? 

3X3EYE5IRATEB1B) 1043 

3X3 EVESPARTJIRATE0 1S) *.*9 

AX.IHA | RATED 15) 12-41 

AKIHA DOURLE PAC*: IRATB& IB) 1T.44 

CPriNG FREEMAN PAHT I I HATED t*J 1D.fl 

CPSriNfi FREEMAN PART 2 (RATED 14) A Xl 

CPVING FREEMAN PART 3 (BATED 111 ■ 3.99 

DOMINION TANK POLICE 1 ANO 3(RaTED Ifih ...13.99 
DOMINION TANK POLICE 3 ANO 4 (RATED <5| ... 1 3.94 

DOOMED MEGALOPOLIS 1 (RATED 1 S| " '— 

DOOMED MEGALOPOLIS 3 (RATED 1*1 H.94 

DOOMED MEGALOPOLIS 3 I HATED 1*1 *.. 4,9* 

FIST OF THE NORTH S»A>1 HRATED IB) 13.39 

HEROIC LEGEND OF ARISLAN 1 (RITED Pill . . .H).BS 
HEROIC LECEND DF ARtSLAN 2<RATEDPO) . , .16,94 

JU&SE (RATED 1S| 4,99 

LENSMAN IRATED Prll 12.49 

ODIN (HATEO PCf 12.44 

PROJECT A.KO (RATED 1S) ....«.« 

R.6. VEDA IHATED PC| f2«9 

TETSUO ■ THE IRON MAN 

aiVE ACTION -HATED) 14) 12J44 

TETBUOJ - BODY HAMMER 

LIVE ACTIDN . RATED 14) ..-.„.., , .....1249 

TETSUO DOUBLE PACK 

(LIVE ACt ION . RATED 14| 1 T.4* 

THE ULTIMATE 1EACKER fHATEO III 3.94 

UHOTSUKID0JI - 

LEGEND OF THE DVERFlEND (RATED 13) .. . ,13.94 

UROTtUKIDOUl i • 

LEGEND OF THE DEMON *'OMH (RATED 1«h —.12.49 

VAMPIRE HUNTER (RATED 151 12.99 

VENUS WARS IRATED POl 12.44 

WIGKED CITY (RATED lfi| „ , 1299 



we imiy znpfiy cmciai UK ptAan. Olloni buppibthii hi 

Inndrgnnnri. W« Mlgsrras am) ptrprwals allil Di-uiiKi 

DllflH lo-Meopdi^s, Muter Syslini, Oirr* &Bar. SiipA'NES. 

Gsniubcr. NES Ly-iK. Amiga A1nr ST, PC, CD HDM jrd Ap^» 
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Special fiei&we memib&ih can kcum cM, ika.. can yOlt? 

READ NRG Regular Club Magazine 
] CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
SAVE with our Special Deals 
SAVE more with our XS Coupons 
WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligalion to buy and yog can be any age. 
Just send in Ihe form below or pricne Sales on 0279 600204. 

As R member of Spaclal FlSSMVft you'll receive regular issue? of 

NRG magazine. NHG is our 4B page colour club magazine seni t 
morrUily only tq Special Reserve mernbeKS. NRG conlairns: 

1 . The besl seledtgn of gemes. peripherals and hardware lot Al 
popular igrmats, We are official Sega . Nintendo and Sony stockists,. 

2. Reviews in colour and lelesl informaliorii on new products 

i. Chans and Ftalaase S*neriule. La help vdu chDcee errj plan 

4 . Ths best prices. Jusl one purchase will save you your joining 1*b 

5. Hundreds oi Special Offers. Top games ai prices you won't believe 

6 XS Super Savers MDney-gfF coupons worth over £1 &0 a year 

7 BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG. exclusive to members, Iree lo enter! 

Thof s why over 200,000 people have joined Special 
Reserve, the biggest games dub In Ihe World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

Ordef'^CGflhrPialiorvRfreeiFil srn" far g^ery order 

You can also Fax your order to us on: 0279 726842 

Wa poos nur$$lb«3 on Oui" afi&"-3dl« hBivch. i 19 cuslnnwr shdkg Iras) 
hEiilablf S3mn gamm ii'ed Tiiy nirl yai ta fn-.j.lfl:n? P\nm pno^mlBi m OfR *OU304 to 
EteGk 4VBIW&I 'v bnlai? onlunng. In llw iwi) ai doa^ ma iLSiia rsM^J C^ i*Q.*4i Si to* \mo 
- - ■ In Cflsneicri We Hswi* Dtb iff. Vj cf«pge prc« wttioot pa nolrtciltr. E IDF 



SAWBRIDGE WORTH SHOP 
2 South Block, The Mailings 

Sawbridgjeworth. Herts 



CHELMSFORD SHOP 
43 Brocmfleld Road, 

Chelmsford, Essex 



CLUB 5WQP&OPEN iQam III Bpfn SEVEN DAYS A WEEK. 

feqmiKi 0*ca- tin,- MandiK u(. 1 Sht BK«i. Tix MU»niii. Sflmtibsftiratli. >*ni. CWl *3 

All press includo VAT anj cairiagB K? UK manland. Sem bass oro«Jw1orm tor 

crvtrsefla suiEftsrgijs We supply handware only 1o UK mainland addresses. 



MEMBERSHIP FEf S i MONTHS 

THAI 
MEMIHSHP 

UK MEMBERS 4.00 

CVEIMAs womo mmtK im 



ONE TEU TWO YEARS 

ANNUAL WITH n\i 

MIHBICSHIP HUD BIN DEI 

7.00 14,00 

9.00 IIjOO 

1100 !!,00 



WE ONLY SUPPLY MEMBEPIS BLH" VCKJ CAN QP.WR AS lfrXl JOIN 
THERE ARE NO SUHCHAFGES C*l UK TCLCPUCMEDORBCRB. 
iPLCASE PRINT Ml BLOCK CAPITALS) 



PILE 



Name 



Address _ 



Fnsicpne 



Phone . 



Machine _ 



Enfer membership number j if applicable) or 
NEW MEMBERSHIP FEE r>H HUAL UK 7 .00) 



Hem 



Htm 



item 



m."i' 



ALL PRICES INCLUDE UK POSTAGE S VAT 



ChE<jje. , P.O.,'AcDes5i'Ma5lertani''5w1Ch.'Visa (Swlcil Issue H0_ 



mnLH 



Card 
expiry dHte_ 



_&9natu*e_ 



CheqiiEspHyable To: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM2T 9PH 

Overseas Orders Surcharge (EC or World}: Software orders 

plHSft add £2.00 par item. Non-software items p least add 

25%. Hardware Items supplied to UK mainland only, 

Overseas orders must be paid by cmtft card. 



w ^ — ' - *■ ' 
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Sports 



Producer 
Supplier 



Sony 

. Sony 



Price. £44.99 

Status Official UK me/ease 



Players fr2 

Lives - MA 

Continues ~ MA 

Extras ftepiay/save game 



What the 
makers say... 

Brill, excellent — 
couldn't buy a better 
footy game! 
~ Caroline Stokes, Sony. 



Controls 




Nothing 



Subs bench 



Subs bench 




First impression 



ble! 
Looks just as good 
as the Amiga 
version. 



I'm not really a big 

footy fan but this 

could be the one to 

convert me. 



This reminds me of 

ny old fave Kick Off 
I 2 on the Amiga! But 
is itasgoorJ? 



First day score 

c: mon Beached semis 





Automatic 
pass 




1 








Star shot 






Tap for pass 





As any 

football 

manager 

will tell you, taking each game 

as it comes is the key to 

footballing success. The 

sensible approach triumphs 

once more as Sony's premier 

soccer game takes the 

field... 

T| here are football games and then there is Sensible 
Soccer. For what seems like years Amiga owners 
have gloated because they've got Sensible and we 
haven't — but now the boot's on the other foot- Come 
late November, when the fiery glow ol Autumn's last 
lew leaves begins to fade and Britain's final teams tumble out 
of the European Cup, snes-owning soccer fans around the 

All the F.A.'s latest rules are 
applied, including the controversial 
back-pass law. 

country will be be chanting such terrace favourites as 
'earwiggo' and 'Adams is a donkey' louder than ever before. 
Why? Because at last the premier soccer game, the Roberto 
Baggio of football titles, the veritable Geoff Hurst hat-trick, 
Wembley 1966 of carts, swerves its way through the 
competetion slap bang into the top comer of the enes market- 





Creating you'' own cup competition couldnt be easier, and up 
to 32 of your friends can join in! (if you've got that many!) 



The goalkeeper dives to his right with amaiing agility but the 
shot's simply too powerful? Watch it in slo-mo with the replay. 

Slam in the cart and you're greeted with the familiar upbeat 
Sensible theme, then guided smoothly into expanse of options 
swarming the intro screens. 

First choose the category of teams to pick. National teams 

offer 40 international sides ranging Irom Slovenia to San 

Marino. All the squads in international tournaments such as the 

European Cup are represented in the club teams category, II 

you're less interested in realism, a real laugh can be 

had choosing the custom team option packed with 

crazy-named squads such as pizza toppings and zoo 

animals. 

Game settings are altered via the options menu 
allowing the battery to be reset, game length changed 
from three to a maximum of ten minutes and music 
and seasonal weather turned on or off. Difficulty can also be 
alternated between beginner (total glue foot but no star 
players) normal (semi glue fool and star players) and for soccer 
purists expert (faster, more control and star players). 

Tournament fighters 

With your set up chosen, move swiftly onto the next screen and 
choose one of the five game styles. Friendly is a slraight one- 
on-one match between two players or a computer opponent. 
Ideal for a group of players is the cup option, Simply enter the 
amount of manual and computer players up to 32 teams, the 
number of rounds to be played, whether extra time, replays or 
penalties are to be included and begin the tournament. The last 
pair left battle it out for the honour of Sensible Soccer 
champion. 

In the league option, 2-16 teams pit their skills against each 
other 1-10 times. Six groups are represented in the World Cup 
Qualilier. Select a team and group and take on the rest of the 
world in a quest to become world champions. Last but by no 
means least is the Mastrich Cup where all forty teams battle it 
out in a giant knockout tournament. 

With options set and game selected, it's simply a matter of 
choosing the team from the squad of sixteen and deciding on 
formation and tactics. There are eight different line ups; 4-4-2, 
5-4-1, 4.5.1, 5-3-2, 3-5-2, 4-33, Attack (an aggressive 3-3-4) 
and Defend (a cautious 6-3 1). An additional 



r ... >t\A 






Options, too many options! Sens ible features 
loads of variables right down to language! 



The star striker does his job and puts one in the 
net! Vou can replay it to your heart's content- 




i 



high hopes concerning Seastbie Soccer — surely the King of 
J footy games would be done justice on the best console 
j around? Well, to put it bluntly. S en s f b te Soccer is one of the best 



The graphics retain the Amiga's smooth scrolling and excellent 
limation. The overall speed is a tiny bit slower, but this has no effect 
on the gameplay. Sensible is one of the most addictive games I've 
played for months. Its incredibly easy to pick up. and every time you 
I find a new and better way to score. Two player is quite brilliant, with 
. One-player mode is the area that this sort of game usually falls dov.n 
with either useless computer opponents or ones that win every time. Mot Sensible — the 
computer controlled opponents range from the relatively easy Faroe Islands to the 
extremely tough Italians Add this to the fact that ihere are loads of different cup and league 
competitions andlbe facility to create your own. there's literally months of fun-packed play. 
It s still basically football, and if you can't stand the game itself, no matter how good 
S-ensibfe is. you'll still hate it. rf you don't fall into the above category, get your hands 
on a copy at once. Anything which keeps me off SFH Turbo for more 
than four days must be good — coming from me, there s no higher 



wtoda 







A shot from outside the area is rocketing toward the top 
corner and there's nothing the keeper can do! 



If things start to go wrong, the 
manager can shout new tactics from 
the sideline. Substitutions can also 
be made when the ball is out of play. 



PICK A PITCH 

The month the game's played at affects the 
condition of the pitch. Here are the variables. 



ft - 



Dry: in the 
summer months 
the ground 
dries out 
making the ball 
run quickly and 
passing tough, 



Icy: come 
winter the bal) 
skids along the 
ground very 
quickly making 
control nearly 
impossible- 




Wet: like icy 
but slower. The 
zip on the pitch 
surface means 
a lot of skill is 



control the ball. 



SNES FORCE ■ January '94 



Rairiouif RR 



'Riper than halt -time oranges' 



soccer g 
tt!e an in typical review fashion about the graphics and stuff I'll just 
3te that this is the best football game ever — no questions asked, 
is long as you've got the patience to get accustomed to the controls, 
very match is a raging storm of thrills. Because of the variety of 
hots, you can set up some amazing plays — a pass to midfield 
j Mowed by a volley and topped off by a diving header — mightily 
satisfying. Compete in two-player mode and everybody's ego flares 
specially if a brilliant run upheld ends In a spectacular goal. Everybody shows their 
. e colours. You'll curse the ref, your opponent, your goalkeeper then ladle on the praise 
seconds later as the star forward wellies home a corking shot. This competitive edge gives 
Sensible Soccer an addictive element many games are missing. It doesn't matter whether 
you iove or hate the 'nations game, you'll be engrossed for ages. My only complaint 
{what's a game without a complaint?} is that's it a smidgen too slow. Power kicks don't 
have the oomph they should and shots at goal trundle more than speed past. Then again, 
(what's a game without a then again?} play for half an hour and you get acclimatised to the 
speed at which it runs. 

Tactics, teams (although deviously changed from real clubs), throw- 
ins, fouls, weather — it's all here. The best way to sum it up? Easy really 
a star-studded boot spectacular. Cant argue with that now, can yoti? 



02% 



GOMAAAAL! 

The crucial SNES FORCE 
guide to scoring {goals!}-. 



The 

goalkeeper 

has the 

ball and 

sees a 

midfielder 

making a 

move,.. 



~~l 



► option allows a sneak peak at the opposition's 

formation giving a chance to make last-minute tactical 
alterations before taking the pitch and commencing battle. 

Action is viewed from a traditional Kick Off-style overhead 
perspective meaning tiny sprites but a real sense of proportion 
on the spacious pitch. Weather conditions alter according to 
month causing various effects to the playing surface — the ball 
runs much slower in the wet, while it bounces higher if the 
ground is hard. 



Sensible socks 




...with 
lightning 
reactions 
the ball is 
thrown to 
him and 
he begins 
a probing 
run. 



Seeing an 

attacker 

stalking on 

the edge of 

the penalty 

area he 

launches a 

pin-point 

pass. 




Controls are simple but incredible speedy. Tap [A] to deliver a 
short pass while holding the butlon powers a driving shot. 
When a star player has the ball [X] unleashes a super shot 
hurtling toward the opponent's goal — try applying aftertouch 
For deadly swerve 

On -field tactical decisions are made by holding [L] or [R] 
when the ball is out of play, revealing a team dug-out. From the 
bench team formations can be altered and substifions made — 
essential for clawing back goals in the dying seconds. 

All; the F.A. latest rules are appiied including the 
controversial back pass law. The vigilant referees are equally 
on the ball dishing out yellow cards for lunging tackles and 
early baths for persistent offenders. 

So with the preliminaries over, all that remains is to send 
your parents out, invite a bunch of mates around, grab the 
lucky joypad and defend the honour of your favourite team. 
Sensible Soccer— the ultimate cure for soccer hooliganism? 
Quite possibly. . ■ 




Trapping 
the ball on 
the edge 
of the box, 
the star 
striker 
volleys 
the ball 
ward. 




...the bail 

soars 

toward the 

top corner 

like a 

rocket 

and the 

keeper is 

beaten.,. 



♦ It's there! The ball flies past the keeper and tears a gaping 
| hofe the back of the net — the crowd go absolutely wild! 



Final analysis 



Even better than 1 first 
-*!fc Iti^ anticipated. One of the top 
five sports games ever made 
/■• * — 1 can't get enough! 




1 played a couple of games 

but I've got to admit this 

really isn't for me — the other 

guys love it though! 


■ 


- ' What a great footy game! 
Although the sprites are 
small the gameplay is 
J _ : fantastic. 



Final day score 



All except Will 



Won Sensible Cup 



I 



SUPER LEAGUE 










1. MARK) KMT 












Z. SENSIBLE SDCCER 












S.ROCK'N'ROURACnG 











This one went 
to a vote and 
Mario Kart 
came out a 4-2 
winner — 
Christo is still 
sulking. One- 
player last- 
ability was the 
crucial factor 
but only just! 



Sound 




Bags of crowd atmosphere, tlinogh the music on the 
title screen is a hit dodgy! 



Graphics EB 

The smooth-scrolling pitch and excellent animation 
make it a joy to watch. 



Payability fc 

You'll be completely hooked, the control method is 
very easy to pick op and it's great to ofay, 

Lastability 

tons at options mean you'll he playing for months. 
Two-player mode is nolle amazing. 






Force factor 



The oest soccer game on the & 
a long way. If you're a sports I 
a games addict, boy it totfay t 



OU 
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Access 



^i^miLmuiuy^m-si 



V/SA 



FOR THE BEST PRICES AND UNBEATABLE SERVICE 

CALL US NOW!! 



SUPER NINTENDO 



ACTRAISER 11 


£48 


ALADDIN 


£48 


ALIEN 3 


£40 


ANOTHER WORLD (UK) 


£25 


BATTLETOADS/DOUBLE DRAGON 


£44 


BOXING LEGENDS OF THE RING 


£45 


CHAMPIONSHIP POOL 


£40 


CLAY FIGHTER 


£50 


COOL SPOT 


£40 


CYBERNATOR (UK) 


£40 


DRACULA 


£40 


EQUINOX: SOLSTICE 2 


CALL 


E.V.O. 


£45 


Fl EXHAUST HEAT II 


CALL 


FATAL FURY 


£45 


FINAL FIGHT II 


£35 


FLASHBACK 


CALL 


GOOF TROOP 


£25 


KING ARTHURS WORLD [UK> 


£38 


JOHN MADDEN '94 


£46 


JURASSIC PARK 


£48 


LAWNMOWER MAN 


CALL 


LEGEND OF MYSTICAL NINJA 


£43 


LEMMINGS {UK] 


£35 


MAJOR TITLE GOLF (UK) 


£45 


MARIO ALL-STARS 


£48 


MARIO KART (UK) 


£35 


MECA ROBOT GOLF 


£30 


MEGA MAN X 


CALL 


MICKEY'S MAGICAL QUEST 


£50 


MORTAL KOMBAT 


£50 


PALADIN'S QUEST 


£48 


POCKY & ROCKY 


£45 


POP 'N' TWINBEE (UK) 


£40 


ROCK 'N' ROLL RACING 


£45 


SECRET OF MANA 


£50 


SHADOWRUN 


£48 


SIDE POCKET 


£45 


STREETFIGHTER II TURBO 


£55 


STRIKER (UK) 


£40 


SUNSET RIDERS 


£46 


SUPER BATTLESHIP 


£40 


SUPER BATTLETANK 2 


£48 


SUPER BOMBERMAN + MULTITAP 


£60 


SUPER EMPIRE STRIKES BACK 


£60 


SUPER OFF ROAD 2 - THE BAJA 


£40 


SUPER PANG (UK) 


£35 



SUPER WIDGET 

TECMO SUPERBOWL 

TOTAL CARNAGE 

TOP GEAR 2 

TRODDLERS (UK) 

TUFF E NUFF 

TURTLES TOURNAMENT FIGHTERS 

WORLD HEROES 

WWF ROYAL RUMBLE 

ZOMBIES ATE MY NEIGHBOURS 



£40 
£50 
£44 
£45 
£40 
£45 
£50 
£50 
£50 
£45 





We also stock all t 

latest titles for Game 

Gear, Megadrive, Mega CD 

and Game Boy. 

PHONE US FOR MORE 

DETAILS!! 



IF YOU DON'T SEE THE 
GAME YOU WANT CALL!!! 



ALL TITLES USA UNLESS 
O THER WISE S TA TED 



NEW PRO UNIVERSAL ADAPTOR UK/USA/JAP £15 

PLAYS ALL GAMES INCLUDING S/F II TURBO & 

MARIO ALL-STARS 

PRO ACTION REPLAY ADAPTOR UK/USA/JAP £39 






All prices inc. VAT 
All Games add £1.50 P&P (UK), 
£4.50 P&P (Europe) 
071 488 0757 - 10 Lines 




WHOLESALE TRADE ENQUIRIES 
WELCOME 



ORDER FORM 



EITHER I ..CALL ON 071-488 0757 (10 LINES) 
OR 2...FILL THIS IN 



NAME Mr/Mrs/Mijs 
ADDRESS 



GAME 


PRICE 


P&P 


TOTAL 


























GF 


SAND TON 


a £ 





POSTCODE 
PHONE _ 
C/CARD 
EXPIRY DATE 
SIGNATURE 



I I I 



_L_U 



Please make cheques & Postal Orders out to Z0NETEC LTD 

Send order to: Z0NETEC LTD, J QUEEN ANNE TERRACE, SOVEREIGN COURT, LONDON El 9HH 



S-FORCE JAN 






Adventure 



Producer 
Supplier 



Konami 
Konamt 



Price TBA 

Status Official UK release 



Players ...... 1-2 (simultaneous* 

Lives 

Cont Infinite 

Extras Password save 



What the 
makers say... 

You'll need aH your 
strength and wisdom 
through ten levels of 
mystical magic and 
combat if you're to 
rescue the princess. 

■ Konami 



trols 




The graphics aren't 

I too good, but f can't 
see the gameplay 
aging badly, 



J enter the fantasy 
land with trepid- 
ation, my yo-yo by 
my side... Cool! 



ft just isn't the same 

in English. Japanese 

looks so much more 

mysterious J 



First day score 

iris Warlock Zone T 




he Legend 



of the 



i 






I 



W TO 



A mythical 
Dragon- 
beast, a 
cursed Japanese village and 
two ninja mystics out to save 
the day — it all adds up to 
the wackiest adventure of 
the year... 

■ he Warlock Zones are a confused mix of Japanese 
cultures. Though quaint paper houses and 
pavements of the finest oak line the oriental 
villages, vast video screens and amusement parks 
are never far away. Having to walk across the 
bewildering zones are Kid Ying and Or. Yang, ninja 
mystics who are guardians of the peace-loving village 

Though lighting is an intricate 
necessity, the true strength of 
mystical ninja is his wisdom. 

Horo-Horo. But when the village is cursed by the 
omnipotent Dragonbeast and the resident princess 
kidnapped, the locals propose the two guards set forth 
and destroy the source of the enchantment. A likely duo. 
Ying and Yang have to fight their way through ten levels 
of Dragonbeast territory in what is one of (tie most bizarre 
games this century. 

Two players can adopt the mantle of the mystic 
mentors or strive alone against the wacky forces of evil. 
The playing area consists of vertical- and horizontal- 
scrolling landscapes with the couple bashing the Beast's 
army with their preposterous weapons, Kid sports a pipe 




Roll upl Roll up! Take your chances on this dicey sub-game. 
One of many, it's a gamble but if it pays off.. . 

of peace (known as the Not-So- Peaceful Pipe) with which 
to hammer oncomers while the Doctor carries a flute for a 
pugil. These weapons' can be upgraded by collecting 
money which on-screen enemies leave behind once killed 
and form head-busting Party Whistles and Yo-Yos with 
which to smack Dragonbeasl's armies. 

The town scenes are where the majority of cash is 

reaped and as in all walks of life money has its 

uses. Nip into a delicatessen and by a slice of pizza 

to build up energy lost in battle, fork out S100 for a 

3 go on old classic arcade games at the amusement 

park or gamble your earnings on the lottery or at 

the races. These shops are found in and about the 

towns along with small abodes where local 

philosophers offer their wise thoughts on the tasks ahead 

of the teams current status. 

Money talks 

A for mi da hip addition to the ninja s fighting skills is the 
art of Jutsu. For a few hundred dollars the discipline can 
be learnt at a dojo. Once the nlnjas have initial training 
they need to collect ten scrolls {often left behind by 
wasted villagers instead of coins}. Jutsu powers can only 
be used in the second warlock zone for a limited period. 
Kid Ying and Or. Yang can acquire four powers each, 
every one completely mad. Kid can 




Ring the bell when enemies appear on screen and they arc 
immediately transformed into bonus items. 



Level One's guardian ghoul complete with projectiles, Whap 
the disks back in the spectre's face and stay out of the way. 
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led with the weirdest of weapons, either 
>s a superb, albeit hilarious, hero to contr 



. Yang; 

laclavaed 
'. but consider- 
cute si 




ute smash, 
Vang starts o. 




*M 



Enemies get close to 
i out punishment 




ing prefers to 
cracking tl 



Th« 


se were aii the 


rage 


s 


sotongago 
lember the Cot 


. 


— 


^ 


■ 
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ar to Yang's throwing 
re. Kid dishes out a 
"ar magic which 





Treat fortune tellers with a bit of suspicion. Don't be too 
hasty in handing over the silver. 



ang has a range 
utsu powers for timi 
"pie. 

Why is the 
i Cow Iilac7 
thought up 
Terminator 
Who knows. 
The a Items 
I way to scaling 

tricky platforms 
I is to sprout 
wings and 1 
Reckon the 
bit hard do 
Think they' 
nails? Then 
this! 

A simple look in 
} star? A blad 
{ from a circul 
saw? We don't 
know actual 



s^ik_3 



'God in a cartridge 





What a game. What a game! WHAT A GAME!! This is Konami heaven, 
and possibly the best game I've ever played — even better than 
conkers! 

The lands are full of magic and mystery with so much to explore. 
In addition to the beating and collecting are sub-games found within, 
which add so many inches to the large member that is Mystical 
as payability. Rather than trudge around endlessly thrashing 
'i I lagers you can embark on a carefree betting frenzy on the Socal 
lottery or by backing the nags down the race-course. There's even a bat-and-ball game to 
play at the arcade! Far from a bland adventure MN incorporates many fine details. Comical 
expressions on the characters faces are only part of the enormous game appeal and wait 
until you see the J utsu powers! Terminating Cows and ballet routines that really put Swan 
Lake to shame — ridiculously over the top. 

As well as winning large bags of cash in the lottery (or the brilliant TV quiz show) Ving 
and Yang can get jobs — just tike in reaS life (or should that be just not like in real life?) 
Decorating, pest control, even joining a bomb squad — an superb example of what a game 
should really be like. 

Two-player jaunts are heightened by the double teaming. Gone are the days of 
frustration because your partner can't jump platforms correctly therefore hindering your 
progress — tift htm on your shoulders and carry him where you want to go! 

Weapon upgrades, bonus items and fun filled between-level scenes — I don't like to say 
too much because it'll ruin the surprise! I've always thought no sne$ 
game is worth the asking price but thank my lucky stars for Mars if this 
isn't the essential purchase of the year! Mystical Ninja is the game of 
games and God of two-player simultaneousnsss. Buy this or I'll kill you. 




T=r AAA 



■ 



m ^- 



Eh, now think what your mother said about people like Smack the pots and leap the cobbles to 
these. Bloated beard blokes wanting to play games, get at the special icons. 
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summon electricity to rage through his 
body knocking all enemies unconscious or transform into 
a lion and use his mane as a sturdy whip. There's the 
High Falutin Hero Mode allowing Kid to fly and the 
impressive roar of Psychedelic Tiger who chews up 
felons. 

Dr. Yang's Jutsu powers are equally wacky. Dance of 
the Sakura Swordsman sees the hooded old-timer jig the 
enemies to death, as does the devastating move involving 
a tutu, there's a flying ability and the legendary 
Terminator Cow — a stampede the Dragonbeast wont 
forget in a hurry- 

It takes two 

Ving and Yang can team up for a double whammy by 
using their piggyback attack. Here, one player sits astride 
the other's back. White the player in charge of the carrier 
controls the direction the team head in, the jockey 
smacks the opposition. Teaming up is handy during 
platform stages where it's easier for one player to hop 
along perilous rotating ledges and dodge revolving 
spikes. 

Not all villagers are aggressive to tourists. 'Bonus 
Babes' stroll into the fray of things and unless the pair 
want to lose money as a forfeit it's best to save rather 
than thwack them. 

In several zones the ninja pair need to locate the lair of 
guardians and give them a good pasting once found. It's 
helpful to talk to local wise-folk who often release 
information on how the demons can be defeated. A huge 
lantern man and a vicious ghoul are just two of 
Dragonbeast's hardened guardians — if no Jutsu powers 
have been acquired by this point, now's the time to study. 

The mystical voyage spans a large surreal expanse 
and though fighting is sn intricate necessity, the true 
strength of a mystical ninja is his wisdom'. Grab your yo- 
yo, pick up your pipe and expect the unexpected... 



you've saved a fortune, 
"t's the time to spli — 
some goodies. 



" Mega Bo 

■.i The big ba 
i This has tl, 
power of fi 
usual explo 
Armour: su 
- 1, , in protectivt 
and you're ~ 
to take mar 
more hits. 
Helmet: protect 
your bonce 
this careful 
crafted San 
hard hat. 
Scrolls: Ji 
powers can 
learned but 
of these ir 

' be found fir 

Pizza: a bargain 
atS60. Itgii 
] energy and 
power and | 
fire in your 
Sandals: tl 
make the n 
run faster, 
extra pairs 
more spee 



Jj^H 



n m * m ra 



~— ^__ 



HI 





The lottery. Select a number, animal and letter 
and hope the odds are In your favour. 



Despite the dangerous circumstances the lads 
still find time for a joke and a laugh. I can see 
the pub from here* jokes the Doctor, 




'A surreal adventure' 



You thought Parodius was loony, wait until you check out Mystical 
Ninja: Sumo tag teams, ninja cats, the Carp Meister not to mention 
Fur Man Chu and his pal Crabby — talk about barking! Although this 
killer of a cart's been around for what seems like years on import, a 
big SNES FORCE respect due goes to Konami for taking the plunge 
and unleashing the wacky exploits of Kid Ying and Dr Yang upon an 

J unsuspecting Europe — but the question is 'are we ready for it?' The 
answer is a resounding yes'. 

Although no spring chicken, the hallucinogenic stalk-slash- n -chat game pi ay stands 
the lest of time wonderfully. The hilarious two-player piggy-back attack is a stroke of 
game-design genius. The theme music is totally brilliant — I'm driving everybody in the 
office nutty singing it — and the traditional Konami colour-drenched graphics are superb 
as ever. The bosses are tough enough to be challenging but not frustrating and their 
design is so imaginative that each is a joy to behold. 

As much fun as the main game is there are hundreds of houses to visit to get clues on 
the mission, grab a quick sushi burger, have a flutter on the horses or even get a job! It's 
these extra touches that raise Mystical Ninja above the realms of an ordinary adventure 
and place it up there with the greats — Zefda, Shadowrun watch Out!, 
Although not a serious as its rivals, it's off the wall comic adventure at 
its best. Miss it at your peril. 




SUPER LEAGUE 



3. SHADOWRUN 



4. MYSTICAL NWJA 



S. YOUNG MERLIN 



E N T U R E 



improving 
category 
Mystical Ninja 
humourous 
and diverse 
gameplay 
earns it a top 
five spot |ust 
ahead of 
Young Merlin, 





Sound 

Dainty Oriental themes and dramatic changes keep 
the action Owning. 

Graphics 

Adorably cute with more characters Son you can 
shake and itac at, Subtle shades and lavish colours. 

Payability 

though never infuriatittgiy pooling hie land layout 
ensures you get to see the best et everything. 

Lastability 

A much-needed password system ensures you'll stick 
st until the very end r no matter how long that may he. 



Force factor 





For once a game arrives cater 
everyone's need no matter wh 
Konami triumph again. 



-it- 
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the conditions. Try 
Spinner high-perl - ^ 
Radians or state-of 
slicks for high sp 
track han 



jI 



laJPTI 



Effiur 



1 or 2 player simultaneous 

racing as you cruise in the 

sunshine at 200 MPH 

through cities of Sf 

Egypt - 2 of 

'riesflfoirean n 

64 tracks in total 

choose 



K»U I* HWW ri, W 



TOP 3 



SNOW 



[Nintendo J 



RACE i 

J Of? 2 PLAY 
RACING ,' 




Beat the weather - tracks 

In Scandinavia and 

Canada may give you 

blizzard hassles. Or even 

womte, you maybe 

expected to compete In a 

night-time challenge. 



SMRNINIfNOO 



•i ; A i * ¥ l h • 






FOG 

Get the edge With 

customised parts for any 

weather condition. Fit-out 

at the body shop with 

incredible engine, 

transmission, nitro system 

and armor upgrades. 



WER NINIENDO 



'UERTAINMENT SYSTEM 



& :"J 



AVAILABLE 
FOR 

CHRISTMAS 



©1993 Hemco. Developed bq Kernco under license from Gremlin © 1991!. 
o®. Super Ninrendu Enfertairnnenr Siistem™, The Hinlendo Practucr Seals aid arher marks designated as " ™ " are fffldenwris of 
Nintendo. Distributed by Marubeni UH PLC. 12D Moorple, London EH1 GSS Tel: 071 9BS ONE. 
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TOP GEAR 2 IS THE NEW 

SUPER-ACCELERATED NO 1 

WORLD LEADER IN RACE 

GAMES - JAMMED WITH 



HORSEPOWER OF THE 
ORIGINAL TOP GEAR. 




Producer. 
Supplier 



Hudson Soft 
Vic Takar 



Price £44.99 

Status ..Official UK Release 



Players 

Lives - 

Continues 

Extras 3 Difficulty Settings 



What the 
makers say. . . 

This is a shoot-'em-up 
classic designed to test 
your game playing 
techniques to the limit. 
Are you up to the 
challenge? 

■ Vic Tokai 



Controls 




Smart Line 




First impression 



Get a load of thum 

thar graphics! Hope 

it plays as good as it 

looks, 



Another computer 

conversion! Aren't 

there any new ideas 

out there? 



A game with some 
fast-firing action at 



excellent! 



First day score 

Simon Normal 



■BQIG1BBHHED 




You see them every day, 
commuters milling about in 
their suits. They've given 
said clothing ensemble a bad 
name, until today, and the 
arrival of the Turrican Suit.. 



005100 



F if I 

imini 



v 



- -> 
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^ 

Vikes, it warns in the manual of freak lightning on some levels. 
Snap, crackle, popl 



cosmos of its supreme evil, so they mobilise troops to weapon activated for as long as you hold down the 
save Katakis, Well troops is a bit of an exaggeration, correct button, freezing any enemy it touches for a 

varying number of 

Turrican Suits are the state-of-the-art «*"*». **»"« w f h 

they cannot inflict 

technology of the future, coming complete with *n. ag . but can *• snot 

*** * ' The beam is a line of 

awesome armour and multiple weaponry. *™^ ***» «-w 

■ stemming from the suit, 

troop is more accurate. To save the doomed planet they which reaches the edge of the screen unless stopped by a 
send one man — crack commando Bren McGuire in his solid object (walls, machines, enemies etc), and can be 
standard issue, deluxe field equipment Turrican Assault rotated in either direction. As McGuire, you get three 
S u jt_ Smart Lines per life, which when activated shoot out two 

■n. ■■ ■*- ,on 9 vert ' cal ener gy beams, one to either side. These are 

ThC MaChine... stopped by solid walls, but go through metal like a 

Turrican Suits are the state-of-the-art technology of the chainsaw through brains, and unlike the Freeze Seam, 
future, coming complete with awesome armour and can be activated when jumping. 

multiple weaponry, as well as the mighty Freeze Beam The Turrican Assault Suit has one more trick up Its 

and Smart Line. The Freeze Beam is an ineithaustable titanium sleeve to put the Sonic Spin Attack to shame. 

Known as the Energy Wheel, holding [DOWN] on 
the joypad and jumping makes the suit curl into 
a ball and spin left or right at high speed, 
I stopping when the 'Wheel Time 1 bar reaches 
zero or you Jump again. In this mode, pressing 
r-- fire hurls bombs in mid-air or lays mines on the 
ground, depending on where you are. 

. . .Rage Against It! 

The challenge consists of four separate worlds, 
beginning on the occupied surface of Katakis 
with its multiple missile turrets and droves of 
assorted mechanical pests. After battling the 
giant, armour-plated fist you reach the 
j underground catacombs where the Machine has 
created a technological fortress guarded by 
rock-mounted flamethrowers and tricky 
conveyer platforms, before the ferrifyingly huge 
robot soldier end guardian. From there to the 
frozen wastes and icy oceans of the terror's 
home planet, with fast and deadly snowball 
The second level guardian comes in the shape of this gigantic robot bully, avalanches and Super Empire-style hot air 
armed with lasers and a Gofo-stomp, currents apart from the vicious 
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An prime example of the invisible weapons platforms. Do you shoot them 
for upgrades, or jump cm to see what's up top? 



i * 




These conveyer belts always seem to be 
going the wrong way! 



The alien's frozen home-world, where enemy 
reinforcements like to drop in for a light snack. 




I Hands up all those people who've upgraded from an Amiga Right, 

| how many of you played one of The Turrican games and loved every 

minute of rt? I'd wager that there s a fair few people with their arms 

waving aimlessly in the air' Well, it's arrived on the saes and I'm over 

the moon! 

Graphically. Super Turriczn is excellent, it's extremely colourful 
with amazing shading effects. The backgrounds are also of a very 
high standard with great parallax scrolling — the level in the alien 
nest is particularly good as the whole backdrop beats sporadically and the Mode 7 effect 
is great. The sound is of the highest quality, each level has its own musical score which 
suits the backdrop to a tee! Spot effects are also great — each weapon has its own effect 
which sounds great and adds atmosphere by the bucketload! The best thing about the 
music is the amazing surround-sound option, improving it no end. really bringing the game 
to life and you closer to the action. 

Turrican has an Achilles heel — there's simply not enough of it The thirteen levels are 
all quite big but they re over too quickly — the three difficulty levels give a set amount of 
credits but do nothing to make the enemies tougher or even increase their numbers. I 
finished normal level on my second go and nearly the hard one a few tries later, which was 



iimply won t get enough from it to warrant spending £45. 
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The crush of defeat — the 
underground machine levers last peril 
the first guardian is a doddle, just keep out the way when it Is the wall on the left, which slides 
punches the floor then turn and fire both barrels. swiftly to the right. 



MCGUiRE'S NIGHTMARES 

As Super Turrican, Bren Mc Quire faces fearsome- 
foes from several worlds.,. 




The platform-based snow level is made much harder 
by these furballs and their 'accidental' avalanches. 




_ ^__ 



These larger robo- 
chickens', stalk the 
industrial section. Kill 
them as fast as possible, 
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Ooh, I remember this from the good old days when 1 had it on my 
C64. It was a classic then, and as soon as we switched it on I knew 
nothing had changed. The graphics are breathtakingly detailed with 
sprites appearing here, there and bloody everywhere, dive-bombing, 
* crawling from under rocks, leaping from generators and pods — the 
baddies just don't stop coming. 

Frantic is a good word for it, so is complex, and frenzied is 
another, while vermicutatien is just a good word, This is not a game 
you'll ever be able to play one-handed, no matter how much you practise. The levels aren't 
overly massive, but have enough little twists and sub-sections to keep you occupied 
finding the bonus lives and collectable*. An outstandingly good idea is the unusual end- 
level screen, which instead of the usual points counter, also displays how many diamonds 
and 1-Ups you collected, and how many you missed, promoting searches for the final one 
on each stage. Lastability! 

Such is the wealth of ideas that home computers spawned over the years, something 
the sues is sorely lacking at times. Good old-fashioned blasters like this (small graphics 
with loads of stuff on screen, classic collectable weapons etc) are a sure-fire hit on 
machines like the Amiga, and only benefit from the sues' extra control methods. 

But (you can't have expected total praise!), ingredients for a truly brilliant conversion 
include re-working. Hudson have got the right idea — this is an amalgamation of the 
original Turrican and Turrican 2 games, only cut down to the size of the first — Simon 
finished it within 2 hours of it arriving. Hacking off a few continues wouldn't improve 
the challenge, what this needs is a few more levels. With practice, even Jonmight stand 
a chance of completing it. Still, a great game, worth checking out if just 
for the inspired use of Mode 7 on the last level's quivering 
kgrounds. 



^ wild creatures and three piece super-gun 

guardian. The final confrontation with The Machine and 
all Its minions takes place in the deepest dungeons, to a 
quivering, graphically astounding H. R, Giger-esque 
background- Here, the Alien Queen awaits. Each world 
consists of three levels and is guarded by a humongous 
techno-guardian, product of the alien queen's twisted 
machine-like mind- 
Aside from the inbuilt armoury, your suit can also 
collect extra weapons like spread shot, power laser and 
bounce shot, which appear from weapons platforms 
when hit, although these platforms are often hidden and 
appear only when blasted or frozen. Each collectable 
shot can be upgraded up to five times with the 
diamonds which appear from weapons platforms and 
dispatched foes, and though you restart in the same 
place you lose all upgrades and peripheral weapons 
when you die. After using a continue you restart the 

level. 

Twelve levels of fiendish alien opposition await you 
as Bren McGuire, and remember — don't do what they 
tell you, rage against that Machine! ■ 
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This is it, the final battle with the extra-ten estria) menace. 
Now, i wonder where they drew their inspiration from? 



TURRI-CANDY 

The weapons upgrades 
that'll melt your flesh... 

Laser: a powerful 
blaster that 
rebounds off walls 
for complete 
chaotic carnage. 
Extra life: there 
are several of the 
voodoo doll-style 
collectable on 
every level. 
Diamonds; these 
are mainly points 
bonuses, although 
collecting 100 on a 
level earns a 1-UP. 
Smart Line; 
Another gift from 
the platforms, this 
restores one unit 
to your arsenal. 
Blue Lasers: this 
icon adds strength 
to the wickedly- 
effective laser 
blaster. 

Health: this icon 
restores all health 
points, but you 
always have to 
fight to get to it. 
Shields: provides 
swirl y protection 
for a limited time 
only, but every 
little helps! 
Spread Shot: the 
red gun power-up 
increases the 
range and 
accuracy of fire. 






Final analysis 



H 


What a cracking game! 


!f ' — *■ 


\ i Okay, so Simon thinks it's 




easy, but I'm having 


«l . 


1 ' problems! 




Loads to blast but so what? 


rvid 


i( With poor graphics and 


fen 


flimsy gameplay it just ain't 


^P 


f worth it. 


^kf 


Great graphics and 




atmospheric sounds! Maybe 


j -■■ 


a little bit too easy to finish 


|fc A 


for the price. 



Final day score 



Simon 



i n 

I r i 



Completed on hard 



i bin t u 



SUPER LEAGUE 





Constant laser-squeaks sound outdated, but the 
backing tunes are all epics t 




I 



Graphics |£ 

Very Amiga usque, out so matted ami smooth and 
with tmUim em Mode / touches adtiuss 

Payability 

tasy to get the hang ot f packed with mails and 
strategy twists to keep you interested. 

Lastability 




-in 

1U 



The levels are difficult hot a Bttte brief fop some 
garnets, should 1 ™ left the hying blaster section ml 



Force factor 

A nuahty release to delight old tans 
and mtendokids Mike, sad that in 
so short. 
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CONSOLE CONNECTIONS 

DON'T RISK IT - ORDER BY MAIL WITH CONFIDENCE 
FROM AN ESTABLISHED SHOP 

SUPER NINTENDO (UK/USA) 



BNES (USA! 
SCART 
1L9.S9 



SNESiUSAi 

SCART + 1 

GAME 



SNES(UK> + 
MAKIO ALL 
STARS 110.89 



SNES SCART 
LEAD 

i Lie 



Oh I iterator 
Pad 
16.99 



Universal Pro 

Adapter 19.99 

Standard 

Adapter 

12,99 
Discounts) 
available 

when 

purchased 

with a name 



Aero Aroo Bat 44 .39 

Alien 3 42.99 

Aaterk 39.99 

Batman RgtanH ...42.99 

Batiletoads. ,,,,,.,39,99 

Bubey 39,99 

California 

Games., 19.99 

ConlSpot 39.99 

tybermtor 3K.99 

Desert St i-ikH 39.*fl 

Doomsday Warr... 29.99 

Dracula 39.99 

rata] Fury 29.99 

Final Fi^ht ^ 39.99 

Gods..... 38.99 

Jurassic- Park 4S.99 

KeegaiiE 

Manager 42.99 

List Action Hero., 39.99 

Major Tide Cal] 

Mario Ail Stars 49.99 

Mario Kart 3SJ9 

Meglomanifl 42,99 

Mictori Qttttt 49,99 

MrNute CaU 

Mil. 94 CaU 



Oullnnder 19.99 

Out This World 3R99 
Pop n Twin Bee 42.99 
Powerirumger 29.99 
Seventh Saga 

IRPGJ 64.99 

Shade.* Run 49,99 

Star War* 39.99 

Striker 3999 

Kr Fighter 2 

Turbo 59.99 

Sunset Riders Call 
Super High Impart39.99 
Super Putty 42.99 

Tnziswnij 44.99 

Tom* Jerry 29.99 

Tnddkn 39.99 


Super 

Bombermfln + 

Multi Tap 

59.99 




Empire Strikes 
Back 
54.99 




Mortal On™ bat J 
52,99 




AUIiiii:. 

50.99 


Zombies 42.99 


JAP SPECIALS 




Axelay 29.99 

Batman Ketunu... 29.99 
KnhauBt Heat 2,.. ..39.99 


Super Star 

War (JAP) 

28.99 


Final Fight 2 29.99 




Jaki Crush Pinhall29.99 

J«&M*2 29,99 

Mr Ghost 29,99 

Nigel MatisellH... 29.99 
Pop n Twin Bee 29.99 


Over 100 

Used titles in 

stock 

Kxchnnge 

Hvjiiliible 



ALL PRICES INC VAT - PAP PLEASE ADD £1,50 PER GAME 



CONSOLE CONNECTIONS 

UNIT 2, OLD BAKE HOUSE LANE, CHAPEL STREET, 

PENZANCE, CORNWALL TR1B 4AE 

TELEPHONE: 0736 331131 OPEN 1 QAM - 7PM, 6 DAYS. 



3£Ai.5T£D GAMS 'ZONE 

14 SANDY MOUNT, 6EARSTED, MAIDSTONE, KENT, MEN 4PJ (MAIL ORDER 0NLY1 

SHOP: GAME ZONE, 7 SNOWDON PARADE, VIMTERS PARK, MAIDSTONE 

TEL/FAX: 0622 766220 

1 lo.m - 7.30p.m. MON THURS 1 la.m.-9p.m. FRIDAY 9a, m. -5, 30p.m. SATURDAY 

*ALl TITLES LISTED ARE UK* 
SOMf EXAMPLE PRICES - CALL FOR ANY OTHER U.K. TITLE 

AGURI SUZUKI F1 43.95 



ALADDIN ...... ,,.,43,95 

ALIEN 3 ..49,95 

ASTERIX., ..„„„. >., aa.ss 

BATMAN RETURNS 4S.95 

BUBS/ , , 35.95 

BULLS VS BLAZERS 38.95 

CHESSMASTER 39.95 

CHAMPIONSHIP POOL 41.9$ 

COOL SPOT 38.95 

CYBERNATQR 42.95 

DESERT STRIKE , 3B.95 

F1 POLE POSITION ...CALL 

GOOF TROOP 43.95 

INT. TENNIS TOUR ...43-95 

JIMMY CONNORS ..„.. .............38.95 

JURRASSJC PARK......... 47,95 

KK'4 PLAYER MANAGER 4B.95 

KING ARTHURS WORLD .....39 95 

LAWNMOWER MAN 43,95 

LEMMINGS 43.95 

LOST VIKINGS , .,,35 95 

MJCKEY S MAGICAL QUEST SB 95 

MORTAL KOMBAT 55.95 

NHLPA HOCKEY 93 3895 



NIGEL MANSELL 35,95 

PARODIUS .43,95 

PEBBLE BEACH GOLF, .,,.43.95 

PGA TOUR GOLF .,.,31.95 

POP H tWlNBFF 4395 

PRINCE OF PERSIA...... , 43.95 

ROAD RUNNER 43.95 

SHADOWRUN.. .....47.95 

STREETFIGHTER II TURBO 53.95 

STRIKER „ 41,95 

SUPER BOMBERMAN ...., .....3H.95 

SUPER JAMES POND............ 34,95 

SUPER MARIO ALL STARS 43.95 

SUPER PANG 4395 

SUPER PUTTY 4S.95 

5UPER STAR WARS,. .....43.95 

SUPER TENNIS -.„.,. ,.„.., ..34, 95 

TERMINATOR 2 40,95 

TINY TOONS ,„„„,. 43.95 

TRODDLER5 3B.95 

TUFF E NUFF,. ...... ........ .43,95 

WWF ROYAL RUMBLE,... 5395 

VOSHIS SAFARI .... 35.95 

ZELDA 3 .........34.95 

ZOMBIES 4B.95 

4 PLAYER MULTITAP CALL 



PART EXCHANGE WELCOME, (UK ONLY) 
LARGE SELECTION OF USED TITLES AVAILABLE 

Please make cheques/P.O's payable to Bears ted Game Zone 

P&P £1.50 per game (Recorded Delivery) 

We also stock Megadrive 



1 SUPER NES 


ADDAMS FAMILY 2 


£24.99 
...£34.00 
... £64.99 


ALIEN 3 


ART OF FIGHTING 


AERO THE ACROBAT 


..,£54.99 


ALADDIN 


...£47.99 


BOMBERMAN 93( with, muiriiapl .... 


...£59.99 


BBETHOVFN 


...£49,99 


CLAYFIGHTERS 


...£54.99 


DAFFY DUCK 


£44.99 


DESERT FIGHTER 


... . CALL 


EMPIRE STRIKES BACK .,. 


...£59.99 


EQUINOX , 


...£54.99 


FLASHBACK „ .,. 


...£54.99 


FATAL FURY 2 „ 


..,£69.99 


JURASSIC PARK 


,..£44.99 


LEMMINGS 2 


.£49.99 
...£39.99 


KEVIN KEEG AN SOCCER.., 


MARIO ALL STARS , 


...£44.99 


METAL MARINES „., 


,.£49,99 


MORTAL KOMBAT 


£49 99 


MRNUTZ , 


.,£49.99 


N.B.A JAM BASKETBALL 


,,£5000 


NHL 94 , 


..£50.00 


PINKPANMR 


..£44,99 


ROCK AND ROLL RACING. . 


..£49.99 


SENSIBLE SOCCER 


£49.99 
£54.99 
.£54.99 


SECRET OF MANA 


STREETFIGHTER 2 TURBO 


SUPER PUTTY 


£49 99 


SUNSET RIDERS 


..£44 99 


TOP GEAR 2 


£49.99 
£49.99 


TOTAL CARNAGE 


TURTLES TOURNAMENT FIGHTERS.., 


..£54.99 


VIRTUAL SOCCER 


..£49.99 


ZOMBIES ATE MY NEIGHBOURS 


..£44.99 



PART EXCHANGE CONSOLES A GAMES!! 




Wamaztn 
leals 1 - 





ZAP! 




$&^ 



IS* 



081 •295-0556 



PRICES SUBJECT TO EXCHANGE RATE & AVAtLAEIilTY 



MAIL ORDER HOTLINE!' 

OPEN FROM 9,30 TILL LATE 7 DAYS A WEEK 

ZAPCO LTD. 14 High St, Chislehurst,Kent, BR7 5AN 

CHEQUES, PO, ACCESS, VISA & MASTERCARD ORDERS 
DISPATCHED WITHIN 24 HOURS 



MEGADRIVE 



ALADDIN ....£39.99 

F-l (DOMARK) £39.99 

FIFA SOCCER 1 £38,99 

GAUNTLET4 £37.00 

GUNSTAR HEROES £34.99 

JUNGLE STRIKE £34.99 

JURASSIC PARK.. , £37.99 

JAMES POND 3 £35.99 

JOHN MADDEN 94... ' ,.,. £37.99 

LANDSTALKER.... [ £49,99 

MORTAL COMBAT ! £37.99 

PUGGSY , £34,99 

OTHJARTA £35.99 

SENSIBLE SOCCER £34.99 

STREETFfGHTER 2 TURBO...,.,. £44.99 

TOURNAMENT FIGHTERS £39.99 



EVERY NEW IMPORT & UK CD AVAILABLE 



-djf OVER 100 Second Hand 

games on all systems Gome 
,f Gear/Gameboy - every title 

available!! 
; r REPAIR SPECIALIST (From 

Consoles to PC's) 
^ Ring for "SPECIAL 
OFFERS 
f EVERY TITLE AVAILABLE 
ON ALL MACHINES!! 




(D 



Producer 


Sunsoft 


Supplier 


Marubeni 


Price 


£54.99 


Status Official UK Release 


Players ,„,„,-.- ■- 1 


Lives ..., „. 


a 


Continues. 


_ 


Extras 


Afone 




Daffy Duck 




r 



What the 
makers say... 

'Gorgeous graphics, 

great gameplay, Daffy is 

an intergalactic blast — 

Mother!' 

■ Jackie Ryan, Marubeni 



Controls 




When Marvin the Martian 
plots to conquer the galaxy 
only one interstellar 
protector can stop him — 
Duck Dodgers of the 24 1/2 
Century! 

They always said it would happen, one day. Earth's 
final peril wouid come from the stars. Nostradamus 
told yoj so — in the future, big flying saucers would 
descend upon us, and he was dead right. Well, 
kinda, 
Marvin's not quite the invading army of nasty non-terrans 
most people envisioned, but he la a pain in the neck. Scuttling 
around the cosmos in his ship, using the advanced Martian 
technology and its myriad armoury ot gadgets and 
thingummys to capture each world's politicians and claim the 
planet for his own. When such danger threatens our well 
being, only one interstellar protector is duck enough for the 
task — Duck Dodgers, alias Daffy, Marvin's decided not to 
bother with Earth, he's just going to blow it up — it blocks his 
view of Venus. He's despicable' 

When such danger threatens our well 




While a deadly pollution-laden submarine jettisons its, deadly 
toad, Daffy takes time out to remind us he's 'Duck Dodgers! 1 

the Nutty Attack mushroom cloud icon, Daffy should head 

straight for it as when collected il sends Dodgers into a 
whirlwind frenzy of flying fists, feet and beak all around the 
screen. 



is duck enough for the task. 

Standing by at all times to help Dodgers out is trusty side- 
kick Porky Pig, who gives whatever help he can to grant 
Dodgers' safe passage through the 20 levels of outer-space 
oddities. At his disposal are a range of six guns bought from 
the weapons shop for cash (via collectable $50 money bags) 
or discovered in obscure hiding places. Each gun varies in 
strength and ducks are renowned for their spindly legs, so 
Dodgers must watch out for spasmodic recoil, avoided by 
walking in the appropriate direction when firing. Other 
collectables include the Juice Glass space-breakfast drink for 
extra points on the of health bar and live gems per continue 
(woo hool). Fuel for the trusty jet pack is littered all around the 
alien landscapes as are the obligatory extra lives. Upon spying 



Mother?!! 

There are live missions in all, each taking place on a different 
planet and each consisting of four fiendish levels. Mission one 
is Where There's Duck There's Fire, a trip to luxury resort 
planet Magma. Scheduled for the weekend is a gathering ot 
many space ambassadors, the only hiccup so far being that 
Marvin has captured them all, so it's Duck 
Dodgers to the rescue! 

Mission the second has the title 0,000 
Martians Under The Sea, taking place on the 
oceanic orb called Aquarion-4. Marvin plans 
to test out his new 'instant Martians' (just add 
water), but Daffy has other ideas involving 
an underwater mission to defeat the instant army and get 
taken to their leader. Duckin' and a-divin'! 

Marvin gets the cold shoulder in mission three — Duck 
Dodgers On Ice, a freezing field trip to the slippery ice nngs of 
Zeus-3. Here Man/in is holding Earth's greatest scientist 
captive, and if Daff fails to rescue Dr IO High his brain power 
will be used in the heinous act of creating a super cyberbase 
to turn all our brains to mush, 2 Unlimited will top the charts 
forever! 

The Incredible Shrinking Duck is the penultimate mission's 
handle, in which Marvin has perfected his new 




66 Review 



Duck! Ho, duck! Oh it's no use, such a lame play on words Is 
never going to raise a laugh. Here's Daffy crouching, 
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This waterscape is difficult to traverse, thankfully the spines 
aren't harmful — watch out for those energy -sapping mines. 





^p 



ikay, I confess: I love Daffy Duck. He's a prince among ducks, the 

ind of swimming bird you can really take on a drake's night out. And 

1 looked forward to my hero's first appearance on the bneb. Am I 

pointed? Well... yes. It plays rather badly and the sample 

Mayhap, perchance, foppish as I am, I might be the Scarlet 

npemickel,..' isn't included! 

Daffy looks great The instant Martians are completely faithful to 
cartoon images, Daffy retains his unique character and notorious 
impatience. Samples are crisp and clear, though the music grates. 

Daffy is surprisingly difficult, with many areas to explore and varied nasties in eac... 
Some delicate platform jumping is darned frustrating due to Daffy's slippy feet — quite 
often he lands and slides right off the end of a ledge! 

tin all, Daffy is an amusing cartoon romp with my favourite duck, it looks great, 
les on pi ay ability {switching between weapons is awkward, asa is controlling a leap) 
but ultimately kept me coming back for more and that's counts for a lot. It's not wonderful 
by any means, but is an enjoyable, sometimes annoying adventure. In the 
immortal words of Daffy himself, Girls, you'd better hang on to your 
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Trapped between two turkey-esque aliens. Place a few shots 
right in their gobble-gobbles and watch the feathers fly. 



L'l'l'iJilHilt.KI 






Block the petitc-but -dangerous rock nun's missiles and blast 
the molten beggar when he's not looking. 



A BIG BUNCH OF DAFFS 

Foppish he may be but he knows which guns make loud noises. Daffy swaps 
between arms to tackle various situations. Here's a guide to each... 




Ice blaster: fires a 
chunk of... well, ice. 
What d'you expect? 
Freezes enemies 
temporarily making 
them easier to kill. 



Electric blaster; 

fires an erratic but 
powerful bolt of pure 
energy throwing 
enemies to the floor. 
Very hit or miss. 



Grenade: blow away 
Daffy's enemies with 
a hard, power-packed 
shell — watch out for 
the recoil though! 




* 



Three-way blaster: fires a deadly 
spread shot perfect for tough baddies. 
Use this powerful weapon wisely. 



Standard laser: dull compared to 
the rest. Re-holster that weapon and 
puil out something better. 



Above: While the walls 
close in, aim for the 
mechanical motivator of 
the pressing menace* 

Left: birds of a feather. 
These two shots show 
some of Daffy's comic 
looks. 




Anti-matter gun: one of the more 
powerful weapons available, but 
ammunition is scarce — use wisely ! 
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Review 1 67 ► 



^ 



looks good, plays bad!' 



~y§ At first glance you could be forgiven for thinking you were playing 
Road Runner rather than Daffy Duck, the scenery and palette s'«'* » 
so similar it's uncanny, Having said that, it's not such a bad th 
Road Runner featured good visuals. It was just the garneplay that 
was poor. From what I can see. Daffy has also in her iter' 
unwelcome asset and falls into the same trap. 

The first problem I hit was the jumping technique For some 
' reason, when Daffy jumps he speeds up in mid-air even when you're 
not using the jet-pack. This gives a feeling of not being in complete control and makes it 
extremely difficult to judge some of the tougher gaps — it's also annoying as hell! As I said 
the graphics are pretty good and in most respects faithful to their cartoon inspirations — 
the Marvin the Martian and Daffy Duck sprites are particularly good and retain the original 
humour. Music on the other hand is quite poor, with an extremely irritating soundtrack 
accompanying the action — the only thing remotely good' about the sound is the 
inclusion of a few speech samples like Duck Dodgers and mother which raise a smile, 
but little else! 

Daffy is a valiant attempt to convert the popular cartoon series, but the whole thing's 
gone horribly wrong. This is a direct result of a really poor control method coupled with far 
too linear and outdated garneplay. This type of game may have scored a higher percentage 
a couple of years ago but by today's standards it's most definitely an ■ 
also ran 1 . Only diehard Daffy fans will have the remotest interest in this 
wasted licence and Id advise anyone else to steer clear! 



► shrinking ray and has drawn a bead on planet 

Earth from the jungle world of Amazonius. A new addition to 
Dozy Duck Antics is born when Dodgers manages to fly 
straight through the ray before landing and shrinks himself, his 
ship and all its contents to the size ol insects. And Marvin still 
has to be defeated. 

Sheesh! 

Last and not leastest, buster, is The Greatest Show Off Earth. 
The bloody-minded Martian has finally completed his infamous 
P-38 Space Modulator, and the arrogant alien is sending out 

tickets to the Gala Destruction of Planet Earth. Ooh, he makes 

Daffy mad — but fear not, Ihere is no party that Duck Dodgers 
cannot gatecrash! 

Daffy's weapons range from the siraightforward, unlimited 
ammunition Blaster to a Freeze Ray, ideal for... well, for 
freezing bad guys. The Electricity Gun fires a deadly bolt of 
electricity (they're very unimaginative with weapon names in 
the future). The Three-Way cannon fires three — count them, 
three — penetrative shells into the menacing body of an 
instant alien. Bomb Blaster launches explosive projectiles at 
whatever obstructs a mission-driven duck, and Anti -Matter 
Ray fires a polygon of anti-matter energy to halt any non- 
Earthling in their tracks. All Earth needs is a half-competent 
hero to wield I hem. Daffy Duck? 

All is lost I ■ 




Wahoo, wahoo, wahoo! You know 
Daffy's finally flipped his beak when 
he performs the 'nutty attack 1 . 




■MMMI 



aaaaahm 



like a duck to water the black 
comic takes a dive. The floating 
mine, however, is far from funny. 



A BIRD IN THE HAND 

Marvin may be shy, but when it comes to dishing out pain he's ruthless, mean 
and very persistant. Here's how to overcome him though... 




Wait until the spindly armfinishes zipping 
around before charging in for the attack. 



Stand underneath Marvin and blast away. 
His laser fire doesn't even come close. 




After firing off a few shots, quickly retreat 
before the circular saw catches up you. 



Repeat this drill and Marv's ship soon blows 
up. This ain't the end of the Mars man though! 



Final analysis 




'Ducking awfu.. 

Repetitive, awkwan 

and nothing like a tn 

Daffy tale. 



An unfortunate waste of a 

truly great duck. Nice looking 

but unfortunately just 

average. 



Unfortunately, despite the 
cartoon feel and the 
impressive graphics 

p Jay ability is too limited. 



Final day score 



SUPER LEAGUE 



DWT MAKE THE TOP 10 




OPM 



Sound 



-in 
iu 



Clear, musing samples are few ami far between. 
Music is fun-packed bat can become Irritating. 

Graphics 

faithful to the cartoons that inspired them — clear, 
amusing, and bright 




Payability 

Frustrating lamp control and weapon select can be 
darned annoying — requires patience. 



"in 
iu 



Lastability ml 



ft lasting challenge for alt. It only because of tlte 
control system, Fan tor a white. 





8 Review 
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rhe Original and The Best 

SUPER NES, NES, GAMEBOY. 



WE DO NOT C 1 iA«< *: ■ FX1 HA I IE, WE DO 

MOT USE A POST BOX NUIVSEft, WF. DO NOT 

CHARGE MEMBERSHIP FEES, 

BUT WE DO DELIVER BIT FIRST CLASS RECORDED 

POST!! 

■ -30 ITOTAU PER GAME 
KJR MEMBERSHIP NUMBERS HAVE 

W.KE YOUft 
XCES C* A SIMILAR SNES FORCE 
RATING AND VALLiF AS THE ONES YOU SEND FOR 
THEIR SAFETY . StND GAMES IN PADOED 

.'FRY |30P 
A AT THE P05I CH A COPY OF THE 

FORM : OF PAPER IF YOU 

iWK 
KN Of POSl 
3F I -1 DAYS FOR 
i*T ARE BOXED 
WITH INS TRUCI IONS WILL 6E ACCEPTED. 



\ POST TO The Games Exchange. 24 Lan^lon 
I Close. Hucctecote. GLOUCESTER, GL3 3AZ 
J TEL: (MS? 61 155* (Item- 4pm) 

l NAME 

j ADDRESS.. 

j 



Dl ALA-TIP 

HtHTS N TIPS N' CHEATS N POKES 
•THE ORIGINAL AND THE BEST* 



i 



* 



" SIGNATURE OF GUARDIAN 

j (IF UNDER 18) 

I 1ST CHOICE 

| ?HD CHOICE 

I 3RD CHOICE 

J4TH CHOICE 

I GAME ENCLOSED 

j AMOUNT ENCLOSED E J 

PLEASE MAKE CHEQUES OB P.O.S PAYABLE TO I 

The Games Exchange 



,J mmMJ 



' 





MEGADRIVE/MEGA CD, NEO.GEO, ODO 

INE 



NEW, USED AND PART X 

41 CHURCH ROAD, LAWRENCE HILL, 

BRISTOL BS5 9JJ, ENGLAND 

TEL: (0272) 41 3030 FAX: (0272) 350639 



CHEATS GALORE 

(Last week's message 0891 101 235) 

NINTENDO CHEATLINE 0891 445 769 

CONSOLE GAMESTIPS — .0891 445 772 

CONSOLE HOTLINE 0891 445 771 

STREETFIGHTER 2.. .0891 445 940 

DESERT/JUNGLE STRIKE ... .0891 445 957 

MORTAL KOMBAT 0891 445 987 

SUPER MARIO WORLD OS91 445 924 

IF YOU RE HAVING PROBLEMS WITH A GAME, WHY NOT CALL 0VR 
QUESTIONS AN0 ANSWERS LINE AND SEE iF WE CAN HELP 

0891 4MJ-5 TE3£J 

FOR FREE MEMBERSHIP TO THE CHEAT CLUB 

(ALL CALLERS ON THIS LIME WILL RECEIVE A FREE SOFTWARE DISCOUNT VOUCHER 
ALL CHEATLINES ARE UPDATED WEEHLY 



GUIDING LIGHT COMPUTER SERVICES LTD, 
P.O. BOX 17, ASHTON UNDER LYNE, 0L7 OWW 

CALLS COST 36p M(N AT CHEAP BATE:, 40p MIN OTHER TIMES. PLEASE ASK PERMISSION 

TO USE THE PHONE. MAX POSSIBLE CALL CHARGE £3.60. 

YOU MAY HEAR INFO CONCERNING OTHER RELATED SERVICES. 
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3^4 Uxbridge 



Road, Hayes, 
phone:081 



iddlesex UB4 OSE 



WEST LONDON'S LEADING S/NINTENDO SPECIALISTS 
Over lOO titles always in stock. Large selection of second-hand games from £25. OO 



US CORE SYSTEMS from £12000 



Mall order prices - shop prices may vary 
Latest titles in stock 



ZOMBIES 

IL.JRASSIC PARC 

STAR FOX 

DAFFY DUOC 

TOURNAMENT FIGHTER 

CYBERNATOR 

AERO ACROBAT - 

FINAL FIGHT II (JAP) 

6ATTU5 TOADS 

BOB 

STREETFIGHTER TURBO . 

SECRET OF MAN* 

NIGEL MANSG15 

7THSAGA , 



45 00 SUNSET RIDERS 45.00 

..53.00 BOBMBEfiMAN * TAP 55.00 

..45.00 BUBSY BOBCAT 47.00 

45.0O E-V.0 50-00 

.50.00 CLAY FIGHTERS 50,00 

46.00 MARIO ALL STARS ..47.00 

..45.00 ROCkV RODENT 46.00 

35 00 ROCK & ROLL RACING 45.00 

..45.00 AIRDCVFR 40.00 

,.43-00 STARWAR5 50.00 

55O0 ADDAJYiS FAMILY II 47,00 

i5.00 SUPER NBA 1TECMOI... 4B.O0 

.40.00 MARIO KART 40.00 

..50.00 EMPIRE STRIKES BACK 55.00 



TOP GEAR II 

SUPER TU«iRlC AN 

POCKY a. ROCKY 

PLOK 

PORN TWIN BEE 

LEGENDS OP THE RING . 

LOST VIKINGS 

SHACQWRUN 

COOL SPOT 

5UPER WIDGET 

ALLAQIN 

MORTAL KOMBAT 

GAME FAN MAGAZINE 
MULT1TAP 



..45.00 
.43.00 

45 00 

46 00 
..49.00 
..46.00 

45 00 
..47.00 
.44.00 
..46.00 
.49 00 

59 00 
...3.00 

M 00 



LETHAL WEAPON 40.00 

ACROBAT MISSION 30.00 

DOUBLE DRAGON 40.00 

HOME ALONE 7 30.00 

KHOSTY'S FUN H00SF 30.00 

5KUILIAGG4P 30-00 



Special Offers 

ROBOCGP 30.00 

BUSTER BROS 35.00 

SONIC BLASWAN 30.00 

CHUCK ROCK. . 35.00 

HARD DRIVING .. 30.00 

JAMES BOND JNR ...30.00 



SPACE MEGAFORCE 30.00 

i..n< l iAKHD WATERS S0.00 

D-FORCE , 30.00 

SMASH TV 35.00 

T.K.O 35,00 

BEST OF THE BEST 4000 



COMING SOON: STAR TREK - EQUINOX 



JOYSTICKS: CAPCOM FIGHTER £63.00 - S/ADVANTACE £40,00 QJ 

TOPFIGHTER £60 .00. ACTION REPLAYS £42.00 - JOY PADS - 

ADAPTORS ETC. ALL AT THE BEST POSSIBLE PRICES 
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WE ARE THE No I IMPORTER 
OF THE VERY LATEST 



-/ 

j 




From the Far East J 

CALL FOR INFORMATION j 

CALL MS TODAY.." 

mi m 

.... JT COULD BE YOURS TOMORROW 



* * ACCESS & VISA CARDS WELCOME 



| "oVff. SO postage (Cannes) £5.00 (Consoles). Cheques payable to "Console Elite 1 ' I 

I 1 




Strategy 



Producer 
Supplier 



System 3 

. System 3 




Price £49.99 

Status Official UK Release 



Players — 1 

Lives -~- — -. — 1 

C ont i nues ... _.._ None 

Extras Password System 



What the 
makers say... 

Aerial warfare at its 
gritty best (the sand 
gets everywhere). Fast, 
realistic, gripping and 
deadiy — it's real teeth - 
gripping, butt- clenching 
action. ■ System 3 




Strategy games 

ain't to frequent and 

this looks to be 

better than most. 



■e control method 
seems a bit tricky 
but the depth is 
amazing. 



inst day score 

Tion Mission Two 





SCUDs, air- 
to-air 
combat, 
tactical desert warfare and 
all the thrills and spills of 
battle — does Desert Fighter 
crash and burn or soar into 
the sunset? Read on... 

T" here's trouble in them there hills, big time. And slightly 
nearer sea level, in the gulf, there's more than trouble 
— there's a war. Trie PDF are wreaking havoc, having 
secretly allied themselves with a group of hostile alien 
insurgents ready to conquer weaker Middle East 
countries. The rest ol the world aren't too keen on this agenda 
and form the Coalition, sworn to end this dictatorial threat. 

Desert Fighter isn't just a tank 
busting war sim, it's more of a 




I 



W IIIIMIM 



tion. 



The coalition mobilises all available troops immediately, 
and as a high-ranking officer in the US military, you have the 
unenviable task of giving the orders. Desert Fighterisni just a 
tank-busting war siiru it's more of a Military Career Simulation. 
Throughout the game you get a sei of three important 
statistics — the effectiveness of your attacks, which of the two 
sides currently has the upper hand {according to troops, 
equipment and cash in reserve), and all- important public 
opinion. The latter is related to the previous two and its bar 
graph must be Kept healthy at all times or you're sent home in 
disgrace, an historically unpopular general. Ifd probably take a 
new chip design to properly simulate the 'Schwarzkopf: Media 



Before each mission, command HQ briefs you on the mission 
objectives and how you're doing so far. 

Hero' hype campaign, so you've got to make do without the 
aid of the tabloid press. 

Objectives are divided into eight separate missions, each 
containing a set number of sorties. Each mission is sub- 
divided into multiple zones, which makes things easier by 
breaking the work down into little blocks which can be started, 
left and returned to at any point. You have a choice of three 
different planes when attempting the missions — 
the A10 Thunderbolt, F-15 Air-to-Air and F-15 Air- 
to-Ground, The Thunderbolt is a small, easily 
manoeuvrable craft with good ground bombing 
capabilities and low fuel consumption. The F-15 is 
larger and faster, but more costly on Fuel, with gun 
systems that can be pre-set for air combat or 
ground attacks and an afterburner capacity for sharp exits 
when battle gets hairy. 

The mother of all battles... 

All these options are accessed from an icon-driven 
presentation screen which also provides a direct line to 
Headquarters, who advise on the number of Bogies (enemy 
fighters) detectable in the area, A radar map screen can also 
be called up from here, indicating future attack sites with 
flashing red lights, partially destroyed units ► 



1 
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The F-15 isn't so good for air-to-ground missions because of 
its high speed and incredibly large turning circle. 



n- L - 









9 




The A-10 homes in on a radar sight and prepares to attack 
with a barrage of cluster bombs. 
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THE WAR ZONE 

Once in hostile territory you're totally alone. 
Here's a insight to what's ahead... 






Air base: these house the 
enemy air force. It's very 
important to destroy them all 
early as their destruction leads 
to air superiority, making life 
much easier for your pilots. 



After each mission you're give a screen of stats 

giving detailed information of exactly how The main tactical screen, from which all battle area 

successful your sortie was- information and other helpful intelligence is gleaned. 

'Impossible to put down!' 



Ground Base: alt enemy tanks 
and ground artillery are based 
in these buildings, so destroy 
them! Make sure you don't 
bomb innocents though as this 
counts against you. 
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enemy 
destroyed 



j first impressions of Desert Fighter weren't all that great. 
Jraphically it didn't seem that brilliant. I'm not a big fan of Desert 
Strike and on the surface the two seem quite similar. I couldn't have 
been more wrong — Desert Fighter is a quite incredible game that will 
have you playing into the early hours. 

At first glance the graphics don't seem that good, but take a closer 
"K and there's brilliantly detailed scenery. The amount of different 
r planes and other military hardware included is amazing! Each 
attack helicopters and hangar bays full of planes (all of which can be 
illy are!). The background music is brilliant, and coupled with excellent 
spot effects like the explosions or machine-gun fire you've got something special. 

However, the area where Desert Fighter really excels is payability. It offers some of the 
most addictive and engrossing gameplay I've ever experienced. As I progressed into the 
campaign and the missions became more dangerous, I became more and more captivated 
to the point that I just couldn't put it down. The only thing that could be said against Desert 
Fighter is the difficulty level. I finished it in day. but that was playing it solidly and the 
multiple endings feature (depending on how well you do) will keep you coming back to try 
for that perfect' ending. 

Basically, Desert Fighter is a must purchase' and comes highly 
recommended whether you're a shoorvem-up fan or not. Just make sure 
you've got plenty of free time — you'll need it 



Jeep with stinger: these may be small 
but they pack a deadly punch in the form 
of a fast-moving heat-seeking missile- 



NBC Weapons: the evil enemy 
uses these top secret plants to 
produce chemical weapons and 
must be destroyed to win the 
war. Finding them can be tricky 
though! 



H* 



Rapier: deadly accurate, these should 
be avoided at all cost. They home in on 
their targets and move extremely quickly. 



ftollan A. A: a mobile version of the 
Rapier and therefore offers more of a 
threat — keep an eye on the radar! 



Wt 
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T-60 Tank: the T-80 is the enemy's best 
tank and is found all over the landscape 
— use the A-1 0's air-to-ground missiles. 



mission m 
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RESULT 



turn mm 
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UN Tank: don't destroy these! U.N. 
tanks are found roaming around the 
desert and help destroy the enemy. 







vmi* first m ssi iw is n own bm ivewje «r nm»t« rsi 

Olffl GEflL'KI TUMPS W RHWHW FfFKY PKIflR tlTIS. 
CHECK S»Tfll I'E WiBTOS FBP LUMMfltS 
HHSMN TfiRFJ"! MF FNffllK 



The mission screen gives a detailed outline of the The war is finally over and you go home to a 

mission targets and enemy presence, Each icon hero's welcome. The war medal is awarded for an The enemy have taken over all the oil depots and it's your job 

shows the precise location of a military target- average score. There are ten different endings! to destroy them — take aim and blast away! 
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Imost a year ago I was hooked on Desert Strike playing for hours on 

Iand staying up throughout the night to complete it. Then came 
jte Strike and, I'll confess, I played it on the Mega Drive after 
ybody else had left work. I dreamt of the day a snes version 
Id arrive — to no avail, but who cares? Now I've got Desert 
iferf The roar of the F-15 as it guns down enemy fighters, the 
t of the A-10's cluster bombs as they wipe out a field of SCUDs, 
ue there's something a little amiss in taking pleasure in causing 
his is non-stop action and a whole lot more beside. 
, strong strategy-based element of the game raises it above Desert Strike. The 
^sequences of one wrong move can cause an enormous swing in public opinion, 
inging about the failure of the war — and a dishonourable discharge! 
Graphics aren't particularly stunning but portray perfectly the intense aura of the 
ttlefield, while the high-energy soundtrack gives the adrenaline rush needed to coax 
every last effort of piloting skill out of you, PJayabitity is superb. Although initially a lithe 
tricky to manoeuvre around the information-packed icon-driven screens, the action soon 
hots up in the second and third levels. And as for la stability. .. with ten different endings 
depending on how you fight the campaign, there's always the incentive to go for for the 
"'timate prize of the perfect ending. 

For anyone seeking a thought-provoking alternative to traditional 
blasters. Desert Fighter is an essential purchase. Whaddaya waiting for? 
your country needs y< 



UJ % 



► with yellow, and those reduced to rubble with 

a jagged green outline. The hangar is also reached from this 
options screen, where you can choose your plane from the 
three on offer. After a reminder of attack sites and clearance 
from HQ, another icon takes you straight to combat. 

...not to mention the cousins 

Play is viewed from an overhead/side viewpoint, with gryun 
crosshairs for missile sights, Virtually everything can be blown 
up, but keep one eye open for the green Coalition 
reinforcements, which don't help much, but seriously damage 
public opinion ratings if fired upon or (heaven forbid) killed, 
Reminders of any such mishaps feature in the GNN News 
broadcast following the two sortie-result screens, There are 
plenty of different broadcasts to keep you amused with their 
digitised TV screen effects and realistic newscaster 
commentary. All game developments are covered, from the 
aforementioned 'friendly fire' to praise for accurate bombing 
and dare-devil flying, plus updates on enemy oil fields, radar 
and towns left operational. 

Once the outcome is decided, you're treated to one of ten 
extra-long bulletins from GNN, informing you of your 
performance and overall rating (from Best to Disaster). Being a 
true simulation, D&sert Fighter even advises your next possible 
career move, Politics is a popular cJroice for ex-officers who've 
retained some public face, the ultimate ending being reluming 
as conquering hero with plenty of cash in reserve with which to 
run America, which you've just been elected President of. As 
the sun sets on another battle-filled day and you recap the 
day's victories, remember — all's fair in love and war. , . ■ 





WICKED WEAPONS 

To make the missions a bit 
easier there is a great 
selection of weaponry. 

Air-to-air gun: 
fitted to the F- 
15, this weapon 
is deadly in 
close combat. 
Chain gun: 
fitted to the A- 
1 and power- 
ful—a good 
tank-buster. 
Cluster bomb: 
covers a huge 
area. The best 
weapon the 
coalition have. 
Maverick: air- 
to-ground 
missile, perfect 
for taking out 
ground targets* 
Sidewinder: 
the best air-to- 
air weapon, 
perfect for 
enemy jets. 
Smart bomb: 
air-to-ground 
weapon, more 
powerful than 
the maverick. 







Bombing civilian establishments and over-friendly troops 
results in the loss of moral and public support. 



The A- 10 is in trouble due to its lack 
of air-to-air capability and the 
enemy F-15 in hot pursuit. 



Final analysis 




Excellent! Easily the best 

game if its kind and once 

you're accustomed to the 

controls, it's a God. 



An amazing game 
offering hours of incredibly 
addictive gameplay - 
must have! 



What a brilliant game! 
There's so much of it, it kept 
n M me entertained for hour: 
love it! 



Final day score 

With servive medal 
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SUPER LEAGl 
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Scenery is repetitive bat sprits detail makes up tor 
(Ate. foe intermission screens also took great. 

Payability IT" 



-i -i 



From the moment you start playing you'll be hooked 
— > you'll have a tough time putting it dem. 



Instability 

mtti ten tttflerent endings itii lave you piaylng tor 
many a long night. 



O * 
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It's time to earn respect. 

To be a worthy Samurai you" II 
certainly need your mighty 
sword. But you'll also need 
wisdom to summon the Wizard 
Mage, and skill and power to 
scale the insurmountable walls 
and leap over pools of fire. 

A mixture of aggression and wits 
will aid you in your quest to 
become the ultimate warrior. 

And then they'll have to take you 
seriously. 
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Welcome to the new-look Special 
Delivery. This is your place to ask 
questions, offer advice and most 
importantly have fun. Enjoy... 



Teleport-a-no-no 

Congratulations on your new 
magazine. 

I am writing to say that I would like 
SNES FORCE to give free posters 
away each month in a plastic bag. 
Posters like Street Fighter tf Turbo or 
Mortai Kombatand other top games. 

I have some questions for you. 

1 . 1 have the American version of 
SFIt Turbo and can never do Dhalsim's 
yoga teleport — is there an easy way of 
doing it? 

2. What should I buy — Exhaust 
Heat U, Top Gear it or Mortal Kombatf 

3. Is ihe Score Master Joystick any 
good? 

Hope you print my letter — BYE! 
■ Gareth Cavill, Dereham, Norfolk 

1. We've had loads of phone calls 
concerning this move and the 
simple answer is no- You'll just have 
to keep practising! 

2. It really depends on what syle 
of game you enjoy most- 1 
recommend Exhaust Heat tl because 



Whose baby is this? 

| 1 Tnke a look 

^fe at this lovely 

young lad. 
Little did his 
I mother 
Know that nil 
these years 
laters he'd 
grow into top SNES FORCE 
Superstar, But which of the young 
SNES FORCERS is he? A chirpy 
Charlie? A bouncy Bruford? A 
happy-go-lucky Simon Hill? A 
wistful Will? A cute "n" cuddly 
Christo? Or a kick ass Chnssy H? 
Write in to 'Whose Baby' at the 
usual adress and tell us. The first 
correct answer out of the smelly 
nappy gets a mystery prize. 



of its excellent gameplay. 
Incidentally, System 3 are releasing 
it officially over here early next year 
as Ferrari F1 Chaff enge — so now 
you know! 

3. Personally, I don't like any of 
these so-called arcade sticks but 
technically the Score Master is one 
of the best available. However, take 
it from me — you can't beat the 
snes's original controllers! 



simon 



Awards? 



Your mag's greal! Keep it up, I've a few 
questions to be answered, so here 
goes: 

1. I'm confused! In Issue Four you 
reviewed Mano All Stars In the Super 
League it got lo number Iwo, but in 
issues since it's a number one, ah? 

2. STILL CONFUSED? In July your 
mag started, so I was gawping at my 
mags and I noticed they go: July, 
August. September October, 
AWARDS, November. Awards? What 
the heck's awards? And what month 
did this come out in, I just don't get it? 

3. Why did the Big N nol allow the 
btood and guts on Mortar' Kombat? 
Sega's gat ii, that's one to them isn't it? 

4. Will the Super Bomberman party 
pack be available in the UK? And which 
is best — Mr Nutz or Zombies 

5. Last of all, gimme some posters 
(please)! My walls are crying out for 
more posters. 

Thanks a bunch! 
■ Matthew O'Brien 

PS: SFit Turbo. Super Putty novels 
are as good as the mag, right on Will! 

1. Well spotted Matt. The Super 
League is our opinion (that month) 
on the hottest games around. Rather 
than being a complete relisting of 
the directory we're telling you the 
office favourites — what we play 
most. When games are similarly 



rated this gives you an indication of 
which we prefer, Our favourites can 
— and often do — alter, so don't be 
surprised to see a couple more 
changes. 

2. Rather than producing the 
usual 12 magazines a year, the 
powers that be have decreed that we 
have to write 13 issues. Although we 
thought of a flawless excuse as to 
why we could only make 12 issues 
(there's only 1 2 months) we got told 
quite politely to go away'- Hence the 
thirteenth issue which is a Readers 
Awards special and a bloody good 
read as well. 

3. Vou could say that's one to 
Sega, but then take a look at the 
sound and graphics and you've got 
to say that's 2-1 to the big N! 

4. Our sources tell us the Super 
Bomberman pack will be available 
and of the two games you 
mentioned both received a SMASH! 
90%-plus rating so rest assured 
you're onto a winner either way. 



Personally I prefer Mr Nutz though 
those with a darker side to their 
character will love the B-movie feel 
of Zombies. 

5. As for a poster... your wish is 
our command. And on the subject of 
a new book, stay tuned next issue 
for a real treat! 



chris 



lime for action 

Thank you, thank you for saving me 
from a nervous breakdown. Each 
month I wait eagerly for Ihe day when 
the next most excellent issue of SNES 
FORCE comes out. 

But I am in dire need of some 
serious help. Each month you print 
cheat passwords for Super Mario 
World, but you don't tell us, si up id and 
utterly half-witted mortals, how to put 
the passwords in. It's driving me crazy. 
Helpl Oh! Sorry about that! I wonder 
could you possibly help me out on this 
perhaps trivial question? Otherwise I 



This is a letter to Will. First of all I must say that, 
while reading the letter pages in SNES FO 
nearly everyone is saying what a 'good' an. 
"excellent' mag this is. Well if it wasn't good, n 
one would buy it' I can't help thinking there's a lot 
of crawlers out there after free goodies! And I 
think the people who don't know your gender are 
incredibly thick! For the last and final time Will is a 
man, so get off of his back dumbos!! 
_J Maybe if you open your eyes a bit more to 
everything you would know! So stop picking on Will because you've got nothing 
better to do. Oh, and just some advice tor anyone who wants to buy Aden vs 
Predator or Uliraman—OONT. By the way, Chris H looks a bit ill with his red 
eyes, maybe he should see a doc. 1 must say, it's amazing that Ihis is the only 
mag where all the team (staff) are good looking. Keep up the good work, oh 
hunky ones. 
■ Dee, Dulwich, London 

j * "I NT • * J* r ' *£fa\'fit4 * IV* 

Dee from Dulwich, you're my heroine. Words just can't convey how moved 
I am ttiat you took the time to write in defense of me, when so many others 
are content to mock. You're great. Can I marry you? 

As for UHraman and Alien Vs Predator* well, it goes without saying. And 
Hay ward? We took him to the local GP but for some reason he took offence 
at Chris' claims of having caught bubonic plague at a show and refused to 
prescribe anything. However, after the incident with the car-flattened 
squirrel, the guts from a Moulinex hand blender and the electricity 
conductor he is seeing a reputable psychiatrist on a regular basis. 

Thankyou once again, anyone else who wishes to write to me on t 
subject of my (apparently questionable} gender knows what they can 
with their opinion. Roll it up and shove it up their.,, androgyny t Get a 
dictionary, folks. 
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think I will kill myself. Ahhhh!!'! 

Thank you very much, you 
gorgeous hunks. 
■ Trlsha Friend, Tadworth, Surrey 

PS Keep up the excellent work! 

Flattery will get you everywhere! 
The passwords you refer to are 
Date! Action Replay or Hornby 
Hobbies' Game Genie codes; the 
former being coloured in red, the 
latter in blue. Both are cartridge- 
shaped 'game enhancement' 
devices allowing you to enter codes 
into a game creating effects from 
extra lives to custom moves. If 
you'd like to find out more about 
these devices call Date I on 0762 
744707 and Hornby on 0843 2255S5 
— tell them SNES FORCE gave you 
the information! 



Chris 



Insult Will for 1 Cash! 

Over the years 
Will has has 
taken some pretty 
jlA rough insults, so 
many that he's 
developed thicker 

I shin than Rhino 

hide. If you think you can out 
insult him we'll give you £20. We 
don't fancy your chances against 
our top put-down merchant but 
hey, you can try. 

Look at this pic and come up 
with the most original insult you 
can think of. Send it with a photo of 
yourself {for Wills reply) to Will's a 
@*!!&@ at the usual address. 



Lethal enquiries 

Firs! of all I must congratulate you on 

producing an excellent magazine that 
has everything, 

The reviews are top notch, along 
with the news update and release 
dates, it is also good lhat you take a 
wide interest in movies and the best 
stars, like myself. 

Now I have some questions that I'd 
like you to answer: 

1. Which do you think I should buy 
in terms of testability; Sunset Riders at 
Jurassic Park? 

2. Someone told me you couldn't 
complete Jurassic Park unless you 
played it non-stop for a day or so. Is 
this true? 

3. You mentioned that Lethal 
Enforcers nmighl be coming out on the 
snes with the plastic gun. Will this 
boost the cost of the package a lot? 

4. Why are the Sega (Mega CD) 
adveds so appallingly crap? 

■ Simon Baker, Birmingham 

1. Jurassic Park by miles! Sunset 
Riders is fun but it simply can't 
compete with the huge playing area 
and missions of JP 

2. In a way, yes! There are no 
level codes in the game so 



unfortunately this forces you to play 
it all the way through in one sitting. 

3. As we reported in the news 
section, because of the high cost of 
bundling the light gun with Lethat 
Enforcer^, Konami are having 
second thoughts about whether or 
not they are releasing it in this 
country. Import copies should be 
avalable but will carry the usual 
inflated price tag! 

4. You've answered your own 
question really — it's because 
they're made by Sega! 



Simon 



Back trackiiT 



I'm writing in order to gain any 
information on how to acquire back 
copies of your great magazine, Having 
bought SNES FORCE from Issue 
Three onward, I would like to complete 
my collection by possessing Issues 
One and Two. 

1 hope you will be able to contact 
me soon with this valuable information, 
I will be most grateful. Could you also 
include any costs of purchase, for 
example p&p? 

Yours faithfully 
■ Gareth Owen. Dover, Kent 

After reading these pages take a 
quick flick to our bargain 
subscriptions offer on page 76 
where you'll find all the information 
you need to get your back issues. 
Better be quick though, there's only 
a handful of issues one and two left, 
and hang onto them — they're going 
to be worth a fortune in couple of 
years! 



chris 



Mortal Kricketbat 

I gel your mag every month (I have 
every issue). I think it's really ace, my 
brother gets scabby old N MS — I think 
he's an idiot. Please could you answer 
these questions, urgently! 

1. 1 was thinking about what joystick 
to buy and I like the look of Saitek 
Megamaster 1 {\\ was advertised in 
your mag) — what rating would you 



Do you want to win £20! 

This is the Shadowrun envelope we were sent by Emlyn Morris of 
Yorkshire. We're impressed, we never knew you readers had such 
aesthetic talents. So impressed, in facl. that we're sending Emlyn a crispy 
new tenner by first-class post, and offering one such folding note every 
month to the reader who sends in the most original, amusing and 
generally entertaining envelope. It doesn't have to be a Michaelangelo 
(although we will accept priceless grand masters if necessary), just a 
decent scribbling, if your artistic talents aren t up to much you can always 
liven it up with a theme or joke- 
Conditions: Mo Mario envelopes (unless justified by a totally original 
new torture-based slant) and no Mario Vs Sonic envelopes (period!). That s 
it. You can decorate any envelope for any offer/competition/ voiced opinion 
you wish, all mail is automatically entered, or just mark it 'envelope art . 
The usual address applies, turn to any competition this issue to find it. 




give it out of 10Q%7 

2. On Mortal Kombat I can't do 
Ray den's or Kano's moves. I got the 
issue with the review in but it hasn't 
worked. Some people say Rayden's 
death move is forward one, back three 
and high punch. You say it's forward 
two, back three. Is there an easier way 
to do Kano's as well? Please help! 

3- Are there any cheats for Mortal 
Kombat? I hear there's one to control 
Goro and Shang Tsung — is this true? 

4. What game should I buy out of 
Super Mario Kart, Super NBA 
Basketball, Super Soccer, Starwmg, or 
Bart's Nightmare 1 ? 

5, Do you know any cricket games 
lor the snes? 

Yours faithfully 
■ Michael King, Paignton, Devon. 



Win a Top Fighter Arcade 

Joystick worth £70! 

Got Street Fighter If? Want to recreate that Arcade atmosphere in your 
bedroom? What you need is a sturdy Topfighter programmable arcade 
joystick, Normally a top piece of console equipment Hike this would set you 

back a whopping £70 but you've got 
the chance to win one. All you have to 
do is send a signed photo of yourself 
and a reason why you deserve this 
great prize, enclosing your name, 
address, age and telephone number 
to Give Us Some Stick. SNES FORCE, 
Impact Magazines, Case Mill. Ludlow, 
Shropshire SY0 t JW. Entries to arrive 
no later than 15th January, 
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1. The Megastick is pretty good, but 
I still say they're harder to use than 
pads! Out of 100% I'd give it about 
80% but no more! 

2. Rayden's death move is 
forward twice then back, back, back 
and high punch together. To do 
Kano's, stand close and move the 
pad from down to down-forward and 
finally forward and low punch. 

3. Once and for all, there are no 
codes to let you take control of 
Goro and Shang Tsung! 

4. Mario Kart is probably the best 
of the bunch but a little limited for 
the solo player. If you're a sports 
fan I recommend Super NBA — it's 
brilliant. 

5. Good news. Laser Beam 
Software — the team behind the 
impressive Shadowrun — are 
planning to release a cricket game 
in the early months Of 1994. There 
are no firm details as yet but rest 
assured — you'll hear about It first 
in SNES FORCE. 



simon 



Keep the mail 
pouring in and get 
filling in your 
compo entries. 
More from the 
mailbag next issue. 
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ou've always dreamt ol 

ecoming the best games 

Player in the world — well 

now you can ! SNES FORCE 
is a dynamic magazine; the 
most effective and fastest 
way to become the best , 
II you need is to readu, 
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Back Issues 

All back issue orders are subject to availability 
AM available back issues are £2.25 including p&p. 
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For a limited period only, UK subscribers will receive 13 
issues of SNES FORCE for this inconceivably low price. 
You better hurry though, prices are set to go up, so to 
avoid disappointment order now. 

Subscription application 

Please reserve me the next 13 issues of SNES FORCE and 
deliver them to my door at a vastly discounted price... 
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Signature , 

Return to: SNES FORCE SUBS OFFER, Database Direct, 
Freepost, Ellesmere Port, South Wirrall, L65 3EB 

* Gifts apply to UK only (overseas customers can write for details on how 
to obtain them) All offers subject to availability. E&OE 






iuper cm pi i 
trikes Back 
n 3 guide i 
Part t 




,rtal Kombat • Dennis • M 

SFII Turbo special All-Stars • PI 
telda solution Manager* SFII 

Turbo solution 

— mism 

J /fl«^<^SUieiilV 

' conuert lb SNES ,L 
;FOKC*,yW|l>e \ (1 
pleased tct kpow 
'f h#t a Kantdfilii of 

1 1 ' back' issues' (Issues 

sold out!) are still j . 
f^iiaWafytrre} 
, bar gain, price of 

lL ^r^r>in^-V.. 
fit but the relevant 

Wcfiojn in Hie ,, ; / ' 




ME 



Subscribe 



SNES FORCE ■ January ' 



I'M 




FANTAZIA/SLAAM CLOTHING 



NG "All Tooled Up" 
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RATMAN HAMMER. HEATHER 
LONG SLEEVE £18.00 - Code: LSR4A 



MQNDO DESTRUCTO, TEAL 
SHORT SLEEVE £15.99 - Code: SSM4T 
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LONG SLEEVE £18.00 - Code: LSU4N 



FANTAZI 



ING "Come and Join The Future" 
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£53.50- Code: JF1 4 



ASEBALL CAP, DANCING MAN 
BLACK £11.99- Code: HFDAB 



RECORD B 
£18.99 -Cod 
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FANTAZIA MUSIC MERCHANDIS 



CENSORED 
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NIPPLE WHITE 

SHORT SLEEVE £10.99 - Code: SMN4W 



DANCING MAN. BLAC 
S/SLEEVE £10.99 - Code: Smu 

USLEEVE £14.99 - Code: LMD4B 
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JESTER, BLACK 

SHORT SLEEVE £10.99 - Code: SMJ4B 



ORDER DIRECT ON OUR 24 HOUR CREDIT CARD HOTLINE - 0272 767630 



enclose a cheque/postal order made payable to Home Entertainment 
for £...... or debit my Visa/ Access Card No. 



Signature , Expiry Date 

Name , 



All TShirts are 
100% Cotton, 
Machine 
Washable- 
All goods are 
despatched 
with<n28days. 



Address 



, Postcode Tel. No 

Now completed coupon to: 

Home Entertainment, P.O. Box 100 Colne, Lanes BB8 9JS 
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ITEM CODE 



PLEASE ADD POSTAGE 
T-SHIRT E1.S0 EACH ITEM 



PLEASE ADD POSTAGE 
CAP I1.M EACH ITEM 



PLEASE ADD POSTAGE 

JACKET E4.00 EAC H ITEM 



TOTAL ORDER VALUE 



PRICE 



1 1 you do nol \wafi to wcene other grssl otters Irom 
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Complete 

solution 



Welcome back and a 
merry Christmas to you 
all. We get ready for 1994 
with guides to Shadowrun 
and Pop n' Twinbee, not 
forgetting six pages of 
small tips listed in the 
index below. Enjoy! 



Index... 



Asterix 78 

Jurassic Park 78 

Pocky and Rocky ............78 

Shadowrun 78 

Super Empire.. ....78 

Aladdin 78 

NHLPA Hockey 93 78 

Parodius 79 

Bill Laimbeer's 80 

John Madden Football 82 

Pop 'n' Twinbee 82 

Raiden Trad......... ........83 

SHI Turbo ....84 



Calling all games players! 

If you've got The Complete Solution to a hit snfk 
game, send It to us and you could earn big money. 
We pay £50 for the best maps or guides used. 
Please send tips to The Complete Solution, Impact 
Magazines, Ludlow, Shropshire SY8 1 JW, 



it's time to get back into 
adventure mode for the 
final installment of our 
definitive Shadowrun 
guide. At East your 
murderer is revealed... 

Go back to Jagged Nails and Kitsune, ask her 
about JESTER. She gives you the key-word 
DARK BLADE, a gang whose residence is 
just down the road, Talk to the CLUB 
MANAGER now and ask him about DARK 
BLADE, then ask the barman about VAMPIRE, then 
the Club Manager again about STROBE, Take the 
Strobe Light and phone the magic shop, and ask 
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Moon river about DARK BLADE so he gives you their 
phone number. Give em a ring and ask Stefan the 

receptionist about the MAGIC FETISH and he opens 
the doors to the DB's mansion. Armed with Stake, 



Strobe and replenished energy, find Stefan in the 





Dark Blade's lobby and ask him about MAGIC 

FETISH again. Follow his instructions and find Vlad 
the Vampire, leader of the Dark Blade. Raid both his 
computers for ten grand and an informative Data 
File, Remember what the Shaman said about he who 

seeks the Magic Fetish being a bearer of untruth? 




Well he meant Vlad and he wasn't wrong, this 
parasitical pest lies through his ... *r, teeth! 

Chat to him anyway and use a few Key-words, 
then he minces off through a wall. Rampage! Run 




Complete Solutio 



! 




8 1 Tips 
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around a bil and explore the other rooms, killing 
Stefan and others in the process, get the Mesh 
Jacket from one of the bodies and the key from the 
bookshelf, both in the East wing (room on the right). 




Now take the key and kill (he two geezers in the room 
with the gate in it, open the gate and run through the 
vaults as quick as you can to avoid the Ghouls, 
bursting into I he final antechamber. Waste Vlad's 
hench-zombies then use the Strobe so he can't see. 
Stake the tiend and ask him about JESTER SPIRIT, 



^C\ 



-^\ 



^Y 



then stake him again and ask about NIRWANDA, 
then keep doing that until he breaks down and comes 
clean that Jester's real name is in fact LAUGHLYN. 
Stake him one last time and he dies, leaving some 
spare change to (he tune of 5000 Nuyen. It's worth 
noting that in the right-hand corner of the Dark 
Blade's grounds is the best weapon shop in the 
game, where you can get an UZI sub-machine gun 
now, or a full assault cannon it you can wait for new 
stock to come in. 

So you've got a place name (BREMERTON), time 
to go see the ferryman and get the key-word DOCKS 
from him. Try going there,., unlucky, better go to 




Part Two 




WASTELANDS Club. At the bottom of the stairs is a 
bloke in a suit, go get the keyword ICE from the 
barman and ask the suit about it, When he asks 
where to put it tell him the DOCKS. Now return and 
safe passage to the big, rusty old ship which turns out 
to be Bremerton is yours, Now. the ship doesn't 
contain much tactical stuff bar following the map and 




remembering to use Heal and save games when your 
energy's low. The first door is opened by the crowbar 
left by Rust Stiletto's ores, and the water from an 
unclean source is the toxic water left by the slimy grey 
blob; simply use the Potion Bottles from the magic 
shop on it. The clean source is the fountain outside 
the mortuary. We've had a few calls from people who 




hadn't sussed out the switches — it a door refuses to 
open look for little white rectangles on the walls, and if 
in doubt when there's more switches than doors,., flip 
it! Visit the safes in numerical order as shown on map. 
and on the staircase with switches don't bother with 
the- first, flip the second, go back and do the first, wait, 
sigh, do the first one again, do the second and 
proceed in an orderly fashion, 

The green bottles of Toxic Dissolver get rid of 
those irritating green slime-things on the floor, and 



* 5 p> * 



beyond that is a portal to the real Bremerton 
dimension, You can't avoid the grenades on the floor 
in front of it and they do up to around 24 HP damage 
so calculate the odds against survival, step on 'em 
and save the game. Into the void.. . 

Run past the zombies and keep going, shooting 




"Bubbles' along the way, and killing the IMaga if you've 
got life to spare, until you face off against the Jester 
himseif. Ignore his eerie cackling and keep shooting 
him, moving away in time to avoid his projectiles if 
things gel hairy. After a while he taunts you, and you 
can now dick on his mask and talk. Ask him about 
LAUGHLYN and voila, karma aplenty and a pocket 
sized Jester key fob. Ask him about DRAKE and he 
gives the key-word VOLCANO. Siip him in your 




pocket and go see Dog for some more spells, one of 
which needs the ink from the octopus in the 
warehouse at the far end of the docks, along with the 
mermaid scales from the sunken section almost 
opposite Dog's warehouse. 

You can now go to Drake's Building (hint: the one 
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thai says DRAKE in big letters down the side} and 
access- the computer there, it it displays a 'password 
needed 1 message then examine the password you 
got from the Rust Stiletlos' leader. It's useful to have 
good computer skills from now on so pile the karma 
on and hire a solid Runner to help wilb the guards on 




each level. All of the six floors has a computer with 
information or> it and another which activates the lift 
to the next level, Both must be hacked to pieces! 

Once on the root, talk to Ihe 'copter pilot and get 
him to take you to the Drake Volcano (where the 
despot is hiding if you haven't already twigged) — 
ringing him up with the phone number you got is 
optional. When you arrive at the volcano things get 
tougher — imagine the Drake building only with red 
strobes, a background like the industrial section in 
Crystal Maze and troll deckers alt over the place. Not 
to mention sentry guns, grenade- wielding scientists 
and a map less sane than the Queen Mum. Wise to 
hire the most expensive runner you can (he won't get 




far!), walk around collecting as much Karma as 
possible and putting it on your body and Heal Spell 
Skill, and get the best armour you can afford (try the 
Dark Blade weapon shop for a lull body suit), 

The plan goes like Bremerton crossed with the 
Drake Building — wade in there with guns blazing, 




bust as many computers as it takes to get to the final 

sub- level, save the game again and get past all those 
guards to face Drake himself. 

Yes he's a Dragon, and if you didn't know already 
then give up because killing him is seemingly 
impossible at firsl. One of the computers somewhere 
in the volcano has a data tile containing an ace 
Shadowmnner's phone number. Don't miss it, she's 
really cool! Drake is dispatched by halting your fire 
and moving when you can lo avoid his fire attacks 




and ice spells. Use the Jester Spirit when right up 
against the border under Drake's head as he must be 
close to work, although he doesn't do very much and 
there's a lot left down to you. Persevere, Drake can 
be killed, 

When the big. ugly lizard finally turns to stone go 




lo the door on the left and walk in to find the 
professor. Talk to him and he gives you the key-word 
HEAD COMPUTER (in case you lost it after the 



Street Doc gave it you), Ask him about this to z~. 
outta there then go see your mate the Dog Spint 
More spells later you're ready to wend your weary 

way to the final hurdle, the Aneki Building. Now 
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you've got the access code from the prof, use the 
little black square computer in reception to get into 
this previously barred office block. Use basically the 
same strategy as for the Drake Building, but guards 
are tougher and the computers horribly complex. It's 
even worth hiring Steelf light and buying him some 
decent armour and stuff then healing him after a 
battle, some of the computers are that difficult. The 
very last, utterly final, end guardian computer is the 
size of your apartment back in Tenth St and guess 
what? 

It's easy You may now sit back and enjoy the 
credits sequence, and start saving for the promised 
Shadowrun 2.1\ 



GENERAL TIPS. 

It may seem obvious, but please don t forget to 
save your games as often as is needed, it'd be 
a waste of these groovy tips! We leave it to 
your discretion as to when, and only point out 
the blatantly obvious limes, so don't wait to be 
told, Same goes for hiring Shadowrunners. and 
you should never do it until you know you've a 
big job ahead as they tend to leave after a 
certain time, how long depends on your 
Charisma and whether or not you bought 
Cyberware, 

The left-over Giant Rats in the Rat Shamans 
sewer are a relatively easy source of extra 
Karma Points, as are the relentless Ghouls. 

Pick up everything you can, as we haven't 
listed ail the items needed for spells, and you 
have very big pockets. 



The breathtaking 
Cyberpunk adventure is 
at an end — join us next 
month when we 
comprehensively cover 
another top game. 
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The new QJ SG ProPad 2 is designed to 
match the best of the new 
generation of video games for the 
SEGA Megadrive. It has a 
programmable feature which allows any 
combination of fire button moves to be 
assigned to a single left or right fire button 

The recorded combinations are all indicated in the LED panel 



PROGRAM PAD 
" 30 pre-programmed special moves, including a secret code? 
6 memory spaces to program your own combinations 

• Mirror function doubles number of pre-programmed moves 

• LCD control panel to display action sequences 

• Independent autofire control 
Slow motion 
See-thru casing. 

SNES VERSION 

SV 337 i 

£39.99 inc. VAT, 

SEGA VERSION 

SV437 

E39.99 inc. VAT. 
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SG PROPAD 2 ... 

the Champion's companion. 
Digital Autofire setting 
LED display setting 

6- Button 'fighting' layout 
• Programmable 'syncro-fire' 

• Slow- mot ion function 

• Extra long connector cable 

SRP £22.99 inc. VAT. 
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PROGRAM STICK 
t 30 pre-programmed 

special moves, including a 

secret code! 
i 6 memory spaces to program your 

own combinations 

Mirror function doubles number of pre-programmed moves 

LCD control panel to display action sequences 

• Built-in backup battery for memory storage 

• Independent autofire control • Variable slow motion 

• Rotatable fire button pad, 

SNES VERSION SV 336 E49.99 inc. VAT. 



A New Generation of Controllers from Spectravideo that Wilt Take You to the Highest Levels of Gamespiay and 
Make You Wonder How You Ever Managed With One of Those Ordinary Types 
LEADERS of the PACK.... STICK WITH US! 

More Winning Products from.... 



QJ Products are available from... ff 

BEATTIES • BLOCKBUSTER/RITZ • BOOTS • COMET # CURRY'S # DIXONS • FUTURE ZONE • GAME • HMV • JOHN MENZIES < 

OUR PRICE • RUMBELOWS • WH SMITH • SOFTWARE PLUS • TANDY • TOYS R US • VIRGIN ... and all the Best Computer Shops 



o n 




Giant (lying babies 
causing problems? 
Getting grief from a robot 
octopus? You need the 
ultimate player's guide to 
top Konami blaster Pop V 
Twinbeel Read on... 



Level one — Dandelion Town 

The first level is relatively easy, and gives you a 

chance to practice tactics for later in the game. 
"I The main one is the skill of 
dropping the bombs that Twin bee 
and Winbee have — use the 
pineapples as target practise 
because they are slow and don't 
fight back. Later on the ground 
targets do attack so it's best to 

get to grips with the skill early on. 

When flying up the network of i 

waterfalls, kill the blobs in the ; 

boats quickly, as it's easier to kill 

them in small groups rather than 

in a huge gang. Don't use the 

special attack unless completely necessary as 

you need it later on and there's a limited supply. 

Set into the habit of kilting everything as soon as 

possible, because mm JKflHUkA 

when the magic bells 

appear on screen you 

wont have to dodge 

enemy fire or craft in 

urder to reach them — 

this will stand you in 

good stead for later 

levels. 

Boss — Pirate ship 

The first boss is quite 
simple, despite the fact 
that he is split into a few 
sections. When the 
battle starts, destroy the 
metal exterior of his | 
ship while dodging its 
deadly arms. Anticipate 
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the arms' movements and 
avoid them accordingly. 
Remember to keep firing 
at all times to hit him as l 
you scramble around the i^jj Bf <gJ 
screen. When this outer 
shell has blown off you're 
left with a large pirate I 
surrounded by his crew. Dodge the cannon tire 
and keep Masting, concentrating on the crew. 
When they're dead, blast the defenceless captain 
— this is a cinch as his only defence is the slow- 
firing cannon. Before long he gives up and you re 
off to level two! 
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Level two — Underwater 

The underwater section could give you problems 

if you're not careful- Look out for 

the blue snakes appearing from , 

the top of the screen. They're 

made up of six segments and take 

loads of shots to kill. Aim right at 

the head and keep blasting — try 

and get really close without 

touching, as it's possible to land 

more shots, Another troublesome 
baddie are the yellow fish 
appearing from the side of the 
screen, and swimming across on 

with you. They don't take many | 
hits to kill but appear in great 
numbers, so kill them before 
they move across the screen, I 
making it tough to manoeuvre. I 
Finally, watch out for the blue 
ships with the spotlights, as they 
fire twin homing missiles. 
Destroy them before shoot their 
deadly load. 



Boss — Metallic Octopus 

This huge metal octopus has a number of attack 
patterns. At the start of the confrontation he fires 



bubbles, which are 

destroyed easily. The 

yellow missiles fired from 

his sides are more tricky 

to destroy, so dodge 

them. After several hits 

his attacks change. His 

metal shell opens up and 

he starts firing blue 

lasers. While dodging the laser fire, blast alt the 
—^^^ mm time. When the 
two eyes power 
up, he's going to 
use his mega 
blast, which goes 
down the middle 
of the screen, 
| making it tough 
for you to hit his 
. weak spot. Avoid 

it and resume blasting while dodging the smaller 

lasers — before too long, he's completely 

destroyed I 






2Lt 




Level three — In the Clouds 

The most dangerous enemy here 
are the green ships that form from 
an outline. They have multi- 
direction shot making it difficult 
to anticipate and dodge the laser 
bolts. KIM them as soon as they appear because 
if they build up you'll have problems killing them 
all and dodging the fire. The 
pandas raining down only take 
one hit to kill, but because they're 
in such great numbers, fire all the 
time as dodging is useless. The 
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problem is, if you get caught once it's tough to 

shoot the next one before 
getting hit and you end up 
losing a life. Finally, kill the 
blue snake-like creatures 
that come from the bottom 
of the screen as soon as 
possible. They can only be 
hit on the head, causing 
problems unless your 
drones are set up correctly. 
If they're not, dodge them or 
use a valuable smart bomb 
— the former is definitely 
recommended. 

Boss — Legged Monster 

This huge green monster fills the screen and can 
be a problem without the correct attack method. 



Shoot at his head 

— this is his only 

weak point. Avoid 

his eye-lasers at 

all cost — they're 

fired in a straight 

line and are easy 

to anticipate. The 

plasma balls fired in groups of three are harder 

to dodge and cut off large sections of the screen, 

so a good tactic is to stay to one side and wait in 

safety for them to 
pass. Once you've 
hit him enough his 
legs detach from 
his body, but keep 
firing at his head. 
This is made tough 
because each limb 
fires at you, but as 
i long as you keep 

moving and firing he's soon destroyed. 




w*^-""^ 



Level four — Giant airship 

This area is relatively easy with I 
only a few things to watch out 
for. When the airship is behind 
the clouds it can't damage you 
at all, so don't bother dodging. 
Only when the ahip cornea Into 





full view can it do any harm. 
Destroy the mounted gun turrets 
as soon as possible, preventing 
the screen filling with bullets and 
making manoeuvring substan- 
tially easier. The little egg-like creatures found 

cleaning the decks of 

the ship are easy 

pickings and offer 

little resistance. Upon 

reaching the front of 

the ship, you're met 

by a mutant Twinbee 



flies toward you, so 
avoid it. His main form 
of attack is hand lasers, so avoid them at all costs. 
He also fires plasma balls which are easier to 
dodge. Follow him left to right across the screen, 
firing at all times — he doesn't take many shots to 
kilt and before long he's dead. Vou now have to 
make your way back to the top of the ship, so 
apply the above tips, 

Boss — UFO 

His first attack is a 
swoop across the 
screen. The best 
tactic for avoiding 
this is to stay to 
either the far left or 
right of the screen. 
Now he attacks with 
flames from his arms — the best evasive action is 
to stay in between the two blasts moving side-to- 
side as he does. His other attack is the a three- 
way shot which comes from the centre of his 
body. Stay at the bottom of the screen, blasting all 
the time, avoiding the three-way attack and 
moving into the middle to avoid the flames. Use 
this tactic and you're off to level five before you 
know it! 




Level five — Medieval Zoo 

Despatch the swimming hippos with a well-placed 
bomb — this should be done rapidly as all the 
time they're firing. Before long there's a section 





where loads of armadillo-like creatures walk 
across the screen from right to left, don't bother 
killing them as they don't fire 
back and are a distraction for 
some really tough metal ships 
that attack in circles — they 



attack quickly and if you re 

wasting time shooting armadillos 

you're dead. The rabbits near the 

end of the stage are a real pain 

because they swoop from the bottom of the 
screen and attack with loads of 
missile fire, kill them as they 
appear, if you don't you're left 
with a situation where there's no 
. way of dodging the fire. Most of 

this level is relatively easy because loads of the 

enemies are ground based. As long as you've 

got the bombing technique sorted out, there's no 

problems. 

Boss — Boating Cannon 

Easy if attacked correctly. Avoiding the slow 
cannon fire is easy, the other dangerous attack is 
really strange — loads of green men fly from his 




mouth. Keep blasting at all times and the/' re no 
problem. His weak point is the eye in the middle 
of the ship so fire at it all the time — keep 
moving left and right to draw the Gannon fire and 
the green projectiles, allowing you to move back 
to the middle and blast that eye. 
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Level six — Dr Marttock's 




Factory 

Eliminate the green 

ships speeding into 

the screen quickly 

as they fire loads of 

bullets an a wide 

arc, making it 

virtually impossible 

to dodge them all without being killed. There are 

quite a large number of ground emplacements 



Upon opening his mouth, the missiles are 
deployed, shielding him, so destroy them quickly 
and go straight for 
the open mouth. 



if 



closes, ret feat to 
avoid the finger- 
bullets. Use these 
tactics and you're 
off lo level seven 
in no time! 



1 






J 



along the way — kill them as soon as possible 
with well-timed bombs. The huge blue crafts that 



attack near the 

end of the level 

fire hundreds of ' 

shots, so kill 

them before they 

deliver the pay- -■ 

load — if you fail 

to kill one in time, 

avoid it by going 

into the bottom right corner and waiting for the 

missiles to pass. Just before facing the level 

boss there's another mutant Twinbee ship, so 

apply the same tactics as before, avoiding the 

tricky plasma ball this one fires. 

Boss — Face of Death 

Realty easy! The giant face only has two attacks. 
The missiles fired from his fingers — he's about 
to fire when they flash purple, and the missiles 
from his mouth. These homing projectiles are 
fast, so you're better off destroying them rather 
than dodging. His only weak spot is his mouth 
when it's open, so make every chance count. 




iff 



Level seven — Dr Mardock's 
Base 



The final level is full ot 
danger. The first 
problem is the flying 
hammers attacking 
from the top of the 1 
screen. They fly on 
and fire a volley of 
shots, but with speed 
and a nifty trigger j 
finger you can destroy I 

a them before they shoot. Keep 
moving at all times because the 
bullets home in on your last 
position. Ptaying cards are firing 
from the ground, so bomb them. 
Other troublesome baddies are 
the babies appearing in groups 
with the largest at the front and 
the smaller ones behind. Only 
the lead baby is vulnerable, so 
blast away as he appears. The 
egg-like creatures in huge suits 
fire green lasers, destroy them 
before they fire or you're dead meat. 



Boss — Robo Twinbee 
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The final boss is surprisingly easy but does have 
a few tricks up his sleeve. Fire at the flashing 
cross on his chest as this is his only weak point. 
Use any remaining smart bombs for an extra 
punch. When the laser powers up, move to either 
the far right or left because the laser beam is 
huge and unless it's avoided you're killed 
instantly. His other attacks are the large plasma 
balls, they're tough to anticipate and even harder 
to avoid, so, as with the laser, move to the far 
side of the screen. It takes a while to kill him with 
short sharp attacks but this gives you a far 
greater chance of surviving. 
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Now you've beaten the 
mad Doc, join us next 
issue for another 
comprehensive solution 
to your gaming problems. 
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An alien force have slipped back 
in time, to conquer Earth 

Only one man can save the world 
before it's too late 



Don't let Time Slip you by, 
take aim now! 







VIC TOKAI 

Tokai House, 9 Duncan Close, Moulton Park, Northampton, INN3 6WL Tel: (0604) 671415 




TTie Guide is... every tip and 
code you've ever needed, the 
complete games directory, the 
place to buy, sell or swap games. 
For more information call Qb@A 875851. 




Collection 

Okay, you asked Ion it Split 
the code collection in two 
to make room for even 
more top reviews — your wish is our 
command. Here's the first installment... 




ACTRAISER (US VERSION) 

7E0O1 DOS ununited energy <i playing frurr Bw Start 

ACTRAISER 

If you've finished 1his great game m regular mode, 1ry a 
mora difficult satling. Go 10 Ihe Mle screen ana-mow fh* 
game icon below New Game. The word prolessioi'iar 
appeaiS, <snflte«ing you Id play ki arcade mode. 

Anaihrjr handy i|5 is to cause an sarthguaKo In 
Kattsmlra a/ler me pyramid has reen Duimg ihe moulding 
ol Ihe city, tie infiabcants lincl a yelow heart. This increases 
your nun-Mr ot heads dunriglhe ache sceras 

ADDAMS FAMILY: PUGSLfY'S 
SCAVENGER HUNT 

Take control of podgy Pugsley in 1he Addam* mansion: 
' i Inlinila energy 

ADVENTURE ISLAND 

Wan (or the intra to start and press (START] for 1he title 
screen. Wow preE-s [R]. [R]. [Xj *nd [START] lew a level- 
seleci 

AUEN3 

Lewi 2 QUESTION 

Level 3: MASTERED 

Level4:f.+QTORWAY 

LevelS: CABINETS 

Level 6 SQUlHfiEL 

Level 7: OVERCAME 

7£1:tI "'I-.-- Full energy an the Flame Thrower 

76lOOA«i Weapon lire. Put does not kill anyone- 

-\ 1<K:f-04. Infinite Flame Throw*!' 

7E150438. Infinite PiUSC Mile 

7E1SE3M Mnile Blowtorch 

7H SUCUS: Indnile Grenadas 

7ET24499: Eneiw — wn*n entering a new room you 

gel hit once, but after that you can't be touched . 

FD3644rj1 Mom riSo clips 

4P3S44LH Loads more rifle clips 

D03644D1 Less nfk> clips 

FD3B4F01 Mon? grenade clips 

1 1 1:""+I -1 hi": I LWCR more grenade clips 

D038WWH Lest grenade clips 

CD2A44A4 Mors ammo In ritte dfa 

F0233D64 More ammo In grenede ti%& 

3C2844D4lnlS«1e ammo for pulse nfles 

3C223D64 Inhmte ammo for uranada launcher 

3C253704 Iniinite ammo 1of flamethrower 

04641 [MED Take less carnage 

rjD6D 1 7(W Maximum energy front medical M 

ALIEN VS. PREDATOR 

For all 1ha hype. Ihis <jam*'s a bit ol a letdown in 
gamepttfry If ynn're finding il lough going In/ this stutfle- 
sfilricl r.hn.it. When l*-e title screen is up. S*t*Cl 



■COMFIG' end nper> the OpOQn meny. Keeping [L|. [RJ, 
[X| end [A|, pressed On ccnlroier two. press |START] on 
controller one 

ARCANA 

On the line screen press [DOWN], [SELECT], [SELECT], 
[X). (V]. [SELECT], [SELECT], [L| [Ft|, [SELECT], 
[5ELECT|. [LJ. PI flJPJ. Setecl levels by pressing the 
iollowing buttons: 
2 — [A]. 3 - PI. 4 — [X], 5 — [V| 

ASSAULT SUIT VALKEN 

On ihe title screen hold down |L], [R] and [UP] and press 
|STAflT] for mlirme continues. 



AUGUSTA GOLF 



Augusts s a tricky course lor fiven the most seasoned of 
professionals- We can"1 improve your swtftg bul we can 
make Me easier with four chc«:» codes: 13FHPOZMGW, 
MXDSFiJNXF. 05TCT15Q4B. GRE6ZUVSME 

AXELAY 

To oeoome invincible, slart as nowisl, and press 
[PAJUSE1 lham [UNPAUSfc) Wad a second, then 
[PAUS€], [SELECT], |UP]. [DOWN], [LEFT] and 
[RIGHT], |¥], [B], |A]. [X], [UNPAUSE]. The Iivbs display 
is replaced wilh MU IhK' at the lop oF the scnMri, 
conllrmlng met thB cheat's oeen Successlut. 
/Eii326FF: Invincibility 
7E032901- Finish 1H* level quickly 

BART'S NIGHTMARE 

76Q130QE Unlimded budblagum 

Guicte Ifie fKilniy-yeacrw-heeried one IhnCmgh x>3 own 



7EU I JDC!2: Unlimited bubbleflum 
iriiinii* uvea 
B Inllnlle melon seeds 

BATMAN RETURNS 

To get nine lives, punch in the would famous Kouarrii 
command on comnqaer 2 al 1he Option Mode menu- 
[UP|. |UP], |OOWN|. (DOWN|. (LEFT), |RIGHT], [LEFT], 
|HIGHT(. [B], end [A], 
7G00IO03 Inlinila fcvas 
• -. Inhmla energy 

BATTlfBlAZE 

Fof infy credits, on 1he Mle screen press [START] and) 
ISeLECT] bo oel 1o the options screen Hold It], press 
jUP] end [X| togelhef . Hi! [LJ and [V| at Hie same time, 
iollowed by [DOWMj. |B], [RIGHT] and [AJ. 

BEST OF THE BEST 

At Iho mlci itiueti press [START], and Iften f^ove up to 
tha ofHions. Press |START| ag«nn Now highligjht Ihe 
password) option arid press [START) again. You wil 
soo u load Of ruiiTftars and tellers in Ihe lop loll hand 



cornflr of Ina screen. Change them io 

RriT2SSW37C. 

a. 62800409 l"*1in*le Special moves 

h. DE036[}ES: Sl&f wtlh one special move 

C, iJHCaaLifi'i Start with eight special moves 

d BAC36F69: No special moves for player 2 

e. D4C30DAO: Play*r 1 can play with any bonier (no 

special n<>fr-si 

I. DCC3QFDD Lass alienglti 

aj. OCC3CFOD" Less lesistaoc* 

h. OOC30F6D: Less rellwes 

i. 7*CS0FDD: Mofe strength 

j. 74C3oFOD: More resistance 

t. 74C30F8O More lellKnes 

I. D66FAH^S Almost mlmile energy 

Use bhit b*a1-'em-L*'s greal nwvas to tho lull with: 

7ED221 FF: Inllnita energy 



BLAZEON 



C26404DO 3, C2BD&4AD Inlmite lives 

DDBE6707 1 ship 

DFSE6707 2 ships 

D?6Ee7(f74ships 

CX)6E67075Ships 

D1BE67077 Ships 

DB6ES707 10 Ships 

FB6EB707 26 ships 

OF6M07 Sbarl on Stage 2 

O1SD6F07 Stage 3 

O79OSF07 Stage 4 

D0$oeFu7 stage 5 

C2C7D7A7 Mars has mrtinne alomic shields 

C2C3DF67 Neptune hea infinile fvypet-bombs 

BLUES BROTHERS 

When you gel to lh(? Denver concert, ccllact the eleven 
extra lives on otter, kill yourself and repeat the process 
u"lill your life stock is at a maximum Of 99 

B.0.B (UK VB.SWN) 

Hare a«e Ihe 4B level codes... 

530237, 452B13, 905781. 583721. 370439', 633068, 
B60379, 6&334A, 1 10674. aS32BH, 95074&, 623S71 . 
570936, 103455, 4Sl376 r 713852. 1 71 05&. 743590, 
901548, 574-171, 671E55. 103929. 4W73, 14^896, 
3o14S7,5?4ia2.7119BJ.775995.361637.704S26, 
472149, 775092. 652074. 614905. 562341 . 60S237. 
072251, SaSIBJ. 27257&, 605*63, 672451, 575381, 
7S2790, 265649, 302653, B4SS27, 392975 
This code is lor 1he last level: 426061 
3C37A7U4 Iniinite waepons — ftucept for Flame 
DDCOC77Q Maximum weapons on flick-up 
3CC7-3F&5 Infinile Renioles 
FOA6 1 DS& StSirl with 2D 3-ivay [Weapon) 
FOAOIFES Start wrth 20 Flame rweapon) 
FOA6 1 75S Slan *ith 20 Ftocfcet(Weapon) 
FOAB1 DE9Slert with 20 Bolt (WeaponJ 
FQAB1459 Start wilh 20 Wave (Weapon} 
06660DDD Slart with & ln«s 
4A6EOFOD Infinile lives 
DOA81FSBSlartwilti3HelicaplBrHai I Remote) 
CraAeiFH^Sterl wilh 3 Floalirig Bomb (Remote) 



BUBSY BOBCAT 



Hero is the complete Iis1 of level codes 

JSSC1S. C-KBGMM. SCTWMN. MKBRLN, LBLWRD. 

JMDKRK. STOPtTN, SBBSCH DBKRFIB. MSfCTS. 

KMGFIF3S. SLJM6G, TQRTVN. CCLDSL. 6TCLMB, 

SlC-JDH 

7EO?i43<>:: Level seiecl replace XX wuh 0-13 

' ' Stops Ihe animetion on the water 



CASTLEVANIA IV 



7E I 3 F-1 1 0: Infinite energy 
/El 3 F050- Infmile lim* 
7EO07C03 Inliniie llv» 

14 Uftlimiled extra weapons 
Before CfimtHfig Ihe Slaps to meat Dracula. jump across 
onto Ihe clouds and v<atk Io the 1ar left-hand s-du 01 lh* 
scraen. You gw 99 hearts, morning slar. Iriptft Shot and 
buomefang. 

COOL WORLD 

7E02tBrj3: Inllnne lives 

On the title scraen press: |L], [LEFT], |F|). (RIOHT. UP|. 

ptj, [LXJWN] and then |B|, allowing </Ov to aae ihesnd 

sequence In Iha gam*. And wmplela your wasta ol 

money 1 

COMBAT TRIBES 

In 1wo-player mo3ft, enter Ihe code as 9207. Both ptpye*s 
can now choose the same character On Ihe 1IM jween, 
prass 1ST ART] and select versus' mcfla. Enter the 
Iollowing codes for a grSSI Olt€«H: P197 1 ISO &0M 49^9 
9207 

CONTRA III: THE ALIEN WARS 

01 Bombs playef one 
7L1S CCOZ Bombs pleyer 1wa 
7F1FSAR.1 Inliniie llwes (playar one| 
,'tlh CAt.J: infinite lives (pleyer two.) 
/EireCOi' Infinite bombs (player en»'| 

7F1 r CCOfl Inlimift bombs (ptay«r iwo) 



CYBERNATOR 



For inlmite continues, hold [U P|. [RIGHT| . [LEFT] and 
|ST ART] on Ihe title screen. You can now seiecl 1ree 
play' lor inly continues. 

For unlimited napalm, go thiough Level One Mlmg 
nothing e»capi (he end-of-teveJ guan*an On 1he neKt 
level choose a napalm flame thrower. 
D66117AF10erec¥» 
C3344FQO Inlmite credits 
62BF17AF Lasers 
620F17C)F Homing missiles 
BEB41 76F Mapelm Uomft 
Suit en 

D4BD176F Level 3.1 

D7BOl7BFLev«l3 2 

DOBD176F Level 3.3 

D9BDl76FLeveM I 

D1B0176FLeveM.2 

05BC176F Level 4.3 

,0fieD176F Level 5.1 

DBBD176FLe^al5.2 

DfiBD176FLeval6.1 

FDBD17HF Level 7.3 

FFB0176FLev*l7 4 

Also: 

F4 BD1 76F Vie* la-ted ending 

F7BD176F View suceesslul ending 

DARIUS TWIN 

To gel 4fl ships, press |L| and |R] on the second joypad 
1hen [SELECT] and [START | on 1he hrsl. 

DEAD DANCE [JAP VERSION) 

Action Replay codas 

Fireballs don'1 move — 7E0B3C88 

Playar 1 can't move I sit or nght — 7EOF33&0 

Player t plays Dolf — JB8FBO0A 

Player 2 plays Dolf — rEDFASOA 

Ft3yfir 1 plays Rel — 7E0F50OC 

Playar2 plays Rei - 7rOFA9CC 

Flayer 1 plays Gajet— 7E0F6O0E 

Player 2 plays Gajet — ^F W ■' 









DESERT STRIKE 



If you'ne having trouble making your Way Ihrcvgh this 

lough strategy sim try these codttS 

Level 2: aZLHZTN 

Lavel3:93ZHBRH 

Lavel 4: W8PP97Z 

Level 5: W4WSP37 



DHVIENSION FORCE 



The new magazine from Impacl (only Kidding): 

5CM Iniinite lives 
7EO0OFGC Fun power. For Olher opHons. usa B inslead 
OfC 



DINOSAURS 



Dinosaurs (on pUtfomw) 

7E 1731 OX Gives player one [X] amount of Sves each 

lime Adion Replay is enacted. 

TElOEDOS Manimum energy 1or dinosaur when Aotmn 

Replay is enabled. Use both 1he codas 1oj 

invuineraMny. 

7t 17B305: Gives human player full energy. Use With the 

above codes (or mvUnerabitty. 

7&DDFM3 54ts Unw at 63 seconds when Action Replay 

i- ..• iiilKd 

■. *X Gives playei W eSKP when Action Replay 
is enabled. 

DRAGON BALI 2 

This clieal Itx playing the same character ri this 
Japanese Super Famicom gar«e was sent in by Joseph 
Leeol MdtHewich. 

Hold down all Ihe hullons on |oypiacl one (|L], [R], [Yj, 
[B], [X|. JA]) alter Ihe speech has linished. Now make a 
circular movemenl on the roypad; you hear a ringing 
noise indicalirkg the cheat is aclivated. 11 you koep the 
buflons hnltt down and repeal the circular nrtvomenl 
you can eccess live more characters. Listen (or the 
speech telling you |f*« cheat is working. 

DRAGON'S LAR 

/EUf F903 Iniinite energy 
Try Itmse level codas: 
Level 1 — 2A, «B, TO, 6& 
Level 2 - SB. SC 7D. fJA 
liwiiia — 2C. 3D.6A.88 

EXHAUST HEAT I 

Tfiiy KXWnlna hal F1 racer comes packed with a hall 
ctozen handy chealB. Grab controller 2, (lip on Ihe game 
and in Iha short while the Nonce screen is showing, 
quickly hammer in these codes 
Hank Select 

II you're not inclined) to Ughl your way ujp Iram Class C lo 
F1 , try 1his cheat and pick any rank and machine | U P| 
LDOWNL ILEFTT, jRIGIfTl. PC), ]&l, [Yj, [A], [A]. [A], [A], 
[A], [A] ai«J [A|. Adei selecting your machine, you can 
even save at Ihe iwenu Screen so you can Start playing 
wilh Fl aces in a lop dacs tnactMH (torn the slart 
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For this \'tcK you have la have F1 data saved. (Mo 
[MOblemlJ. JWSt use the. aoove. cheat resel and try this 
pods.) W>iile 1he Notice Screen is up, hammer in (A] (our 
times and [B] fourteen times. 

S»Mjnt (or individual course lime records! |UP| IX). 
[RI(3HT|. ;¥|. I DOWN], |6|.[LGFT|.|A]anrJjA]. You get 
the choice til Any machine so you should be able to put 
?,nme decent numbers 
Sound Test Mode 

Check <:■<.■ i Ifrs ■ ;■ ■■ il sound eflects and locturv tunes with 
(he cheat. |l|. [Ft], [L], |fi], [L|, |R].[l], [R|.[L]. [R], [L| [R| 
and[R| 

Extra Shooter Same 

Surprise, surprise' IF you (Jul ■iri.nl nl h.iifllinll driving 1ry 
your hand u1 A couple o1 prehistoric games included in 
Ihis racer. The first is e two-player shooter duel that 
looks nke a museum piece. Just key in [Yj four limes 
and [X] twice. 
Rotten Wall Game 

Here s anolhar diverting classic! Kay in [X) four limes (¥] 
Iwrce for a Pong/-style 2- or 4-player battle with 
breakable bluuks m tha way t li Breakout, 

FLYWG HBO 

7EDGWL :. Minna lives 
7EuOSAG3: Winn*- bombs 

F ZERO (UK VERSION) 

7E 1 1 &000 Always tlnish I • -.-' 

7E0Q CA08: rnrhnwte power 

7EO0 9908 Infinite Mves 

7EQC F3DI . Infinite turbo boosters 

7E00CAQB InftnirjS POWW 

7E00 5909: Infinite lines 

To get a boost 'mm the starting line hold down lha 

accelerator. As soon as the race begins, pull out n front 

o4 your competitor. He slams MOyour back. Cjnrirta, S 

whopping boosl forward. 

hi Porl Town 1 1, get a superset and head to the lett 
atter crossing the starting line. Activate the supenat 
batore yog get en Ihe (ump ramp and quickly angle to the 
ncjh1 to jump to Ihs opposite side Cl the tract 

For a powar-up, go to ttv> Hashing paich on the 
track, gel on lop and ride across rl A spaceship refills 
your ifwgy so you return lolhe rjame. 



F1 EXHAUST HEAT 



For extra cash, go lo the satod-player sene*n and enter 
S€TAUSA This gives you £ 1 rj,ni» when you start tha 

l|.i-il! 

Whan you're at top speed press [L and [R] to ' a 
supsrbooat up to 4GOkph. 



FACEBALL 2000 



Hara's a great way to Skip horn level one lo level Den. At 
rhfi end of level one turn around end face the wall, bhen 
shoot it to open a secret room containing an Orb Use 

the orb 10 reveal the emt 10 level (en. 

Of. the title screen press- jL], [R] and (START] together 

for a secret game. Do the same on the game-select 

screen tor a lifevleval-selecl. 

7E0BDlUi Inf. n.le lives 

7E035201 ; Next lag open's exit regardless af how many 

tags made solar 

7ECGCEKX Where XX is a level number. Ih«s is a laveN 

select. Must switch cfl Action Replay alter level Has 

beef inaohad. 



FATAL FURY 

Go to Street Fight mode. Player one chooses either one 
or Iwn plrjyorS. Now pitsa :DO'iVN| on controller two and 
you have a new range of dead hard characters to 
choose 1rom. 

FHAL FANTASY 2 

Loads oi hit points for playar one 
7E20B8C> Loads ol hit points Icr playar two 

FWAL FIGHT (US VERSION) 

7EODBEQ5: Intimle lives 

: 1150: Infinite energy 
To get a Hidden options screen With OVIftCulty-HltCt and 
sound test, hold down |L| and TR] and press [START). 
Now go to twt S"d press [PI for the -options to lane 
■Mot 



FWAL FIGHT 2 



?E1CSD*D Player t keeps full energy ba' 

7E1 125BD; Player 2 keeps energy bar at lull 

7b JH6399. stop* lint Irom counting down 

7E10A2FF. Player 1 Etarling lives 

7ET15AFF Player 2 starling livas 

TEWUGOt : Grab the onemy, jump and ihen attack lo 

deslroy him Only rlaggar can do this. L>o not use thia 

method on the bosses 

7AE1Q5SXX XX changes the players colour* (player 1) 

7E1113XX XX change* lha playars colours (player 2) 

,'Flll,'iJFF On* hn is needed Ip kill Ihn finimiy (plfiyer t) 

?l I Is' I I Uniy one hir is minded ti kil the enemy 

Iplayer 2) 

7EIQ03XX Playar 1 setecl charicfef - OO^Haggar . 

0i=Waki, oe-Caricw 



•rixx Player 2 Mlact man — CO-Ha^gar, 
01=Maki, 03 Carlos 

FWAL RGHT GUY 

On stage lour, wrilk up and down in front d Ihe white 
dog tor more energy. 

FIRE POWER 2000 

/Ebu4Aoj infinii* lives to' the Jeep 

■'EijOOui; Level 7 powerup tof butlels tor the Jeep 

)AO;7 LbvbI 7 powerup for Jeep's Flame Thrower 
7EBuOtiJ.-' Level 7 lor Plasma lor Die Jeep 
7E60E207 Levet 7 powerup for Je«p'9- Lasef 
7E60E607 level 7 powerup for Ion*: tor the Jeep 
7E60OF07 Level 7 pnwarup for Super Weapon (or the 

lflin.:ii lives for iho Helicopter 
7E6ODa07. Level 7 powerup 1cw builela tor the 
h.; eoftm 

007 Level 7 powaoip (or Helcopier Flame 

Tfraw 

7E60E'M7 Level 7 powerup for Plasma for 1he 

Hehcoplar 

.'EaoEi-a.-' Lev* 7 powerup for Hencople* User 

7E6OE870: Level 7 powerup for Io/mc for Ihe Helicopter 

BO? Level 7 powerup for Heleaplef Super 
Weapon 

GEORGE FOREMAN'S NO BOXING 

Timar goes slower: htiaDO/OD 

Timer goes faswr: DCfiDO7D0 

ln(iniie Super Punch (aher pickup). 6D25A7W 

Both players stan with hall energy: iflnC 1)791) 

All damage afllicled affects opponent (you may still take 

a vary small amount ol damagCI 

CS^MDCW-t E.7iJAADfri 1-622AA46^ t57AA4A4 



GODS 



Mere are soma handy codes to help you through. 

Temple: BDI 

Labyrinth: M(iH 

Underworld: BMH 

7E01 DB0X: Givea X lives 

7bDi5*ti- OvarfiSOOO money 

l-F:|nhhi(eaMrgy 
iO€73i EB Shield lasts until end ol level at least 
CS*9C1Eeinlirmelive4 

A2843SEC llantg you can afford vi shop are traa 
DF3C4073 Start with 2 lives 
O93C4073 Start with € fcvSs 
DB3C4073 Start with 10 live* 

GHOULS W GHOSTS 

-..".',• Continually |ump 
7EMSBXX Jump duration lvalues between 0-7F). The 
tower Ihe number ire longer the jump. Try F for a double 
pimp and 7F For a B«Ty hop 1 

7EIM4DOX: Orecdon of lump, X=0 — right. X=l — left 
l Frozen solid wiile replay enabled 

1501 Stops legs being animated wh«n wsaing 
TBlSKXBt. Select level 1 — i.e 1o selecl level 6 X=5 
7E023FOX : Select area, X=0 start of level, X= 1 middle 
ot level 

JEU2MQ2. knfinile lives 
7E02A70X: Minutes left 
7ED2AS0X. Tens of seconflS lefl in lime 
7EQ2A0O I lnrviiln limtf (^hcoiuIs) 
7E044AOX: Slueld hits allowed before death 
fiFn?AFfJX Ajmtxw 
X-Q — No armouf 
2 brijn/ii 
1. Steel 
4. Gold 

The armour is lost once you are hit. l7E14BAi.VI selects 
the gold armour as welt, but doesn't give the ntagie 
meler) 

.- Eu.-;d*_ij- Slrvw molion even on slanctard joypad white 
holding down |STAfiT[ 
/ELiCJjtiX Selecl weapon X 
J<i-0- Lance 

1 , Flaming lance, 2. Dagger. 3, Magic dagger. 
4, Cruiisuuw 5 MriQX: crDHcKW, 6. Scythe 
7. Uagc scythe, S. Torch. 9. Magic torch 
A. Axe, B. Hefty axe, C. Tn-blade. D. Shuriken, 
E Enchanted, F. Bracelet (lirebaiis) 
7E14CFOX Select mar>r; spall regardless ot currant 
weapon 

X- Thunder. 4 Shield. 1. F<re Dragon. S Lightning, 2. 
Seek. 6. Nuclear. 3 Tornado 

1 1 Install magic, when used with 1he gold 
armour and the shield spell, gives you a shield 41 
invincibility, (SiQ2Af,V4, 7Et4CF(M) 
/ElAWciOa Throw unlimited lances 
7E1A9C0C Throw unlimited tlaming lances 
7E1A9O00 Throw unlimited daggers 

00: Throw uninulad magic daggers 
7EIA9F0O Throw unlimited crossbow bolts 
7E( AAOOO: Throw unhmtad magic crossbow bolls 
7t ' Afl I CO: Throw urUmrlad scythes 
7E" AA2CO. Throw ur*miiad magic SCylhSS 

• tro. Threw unhmried tot'Ches 
U00 Throw unhmiled magic torchaa 
.-"E ' AAfiK 1 : Throw unlwiilad aires 



7E1AA«Q0 Throw unknuled helty axes 

7ElAAfU0 Throw ur*m4ea tr>' blade*. 

r'ElAAHLirj Throw ufllxniied ShiJfikens 

,-ElAAaiJC Throw unl«rni1ed enchanlec treballs 

7E029 r i; Score, mada upas 

'abedat' 

7EueiaUoj /EtK»9a0e ?E029AO« 7EHD1Q1 

When on 1np of a wall you can ttaUt oft and stay at the 

same height. (When walking the ground tails) 

7fe14C;.k:i When acUon replay is enabk*d, everylime 

you [ump th* ground moveswthehfiightojyoufjurnp. 

To (all back to earth, disable tha action replay -|1his difers 

from 7E14D1 in thai you don't have 1o jump onto a wall 

first) 

7EW94x:x. First weapon thrown spaed 

7E04O5XX: Second weapon thrown speed 

Third weapon Ihrown speed 
In the above, when using daggers you must after all ol 
them, but when using lances, change only Ihe firs* lwO- H 
when ujiiftg 0S£#ers w* MSt Change 7ED4*t (hen 1he 
next two daggers will ba Ihe same spaad as normal XX 
should ba 00 to 7F Ihe higher Ihe value, the taslAr Vie 
throw, 



GRADIUS 



To get extra weaponry, pause and press [U P| . |UP], 
[DOWN]. | DOWN], |L], [L], |fi]. |L|. [A] and [B]. 

For 23 e*1ra lives per credit, go to Ihe [file screen 
and hold [DOWN1 and |LEFT1 diagonally on the k>yp?d 
while pressing |AJ ihiee limes. 

To access arcade mode, gc la Ihe eclions screen, 
place the cufsor crv difficulty seltrig and cress [A] as last 
as possible — use autdiro if you've got H 

Fijr oJtks credits, push [X] repeatedly al the title 
Jensen, n you don't hi1 |START| balona the titlB screen 
disappears, do it again. To get 30 lives go to (he lop the 
title screen and press [LEFT]. [A) three lin-ios and 

[STARTJ. Please new. this cheat won't work m 
conlunction wim the extra-credit cheat 1 

DD886DA4 f lite 

DF6B6DA4 2 lives 

D7eB6DAi 4. lives 

DO«B6nA4 B lives 

DSeBbDA-*. ^ lives 

DE8BGDA4 16 kvea 

F38B6DA1. 31 hves 

3CBEDDD7 4 3C8EDD07 Infinite lives 

LWCEDFOP 1 crSOJi 

D4C3CFOD 2 credits- 

D1C30FOD 6 credits 

D5C30FOD 7 credits 

D6C30FOF S credits 

D6C30FOD 9 credits 

CS276DDO miinite credits 

PF8BA76S Makes Earwing Scorpion easier to kill 

DF BtSFeC Makes Butete Bram rsasier m h.ii 

3C2S0704 £ 3C290764 Weapons aralus gauge remains 
et currant level after a weapon is selected 
CBAFD7AO & DFA4DOD Enemss shoot at you more 



HOLE IN ONE GOLF 



You get a hole in one every time 



HOOK 



This cheat enables you to build up bads ol m\'& lives, 
When you get to level 5. a1 the start of the level tall down 
tne lirst chasm on the nght. Notice Tinkerbell at the 
bottom or the pit; walk across to the right and yCVII see 
a 3-up and e leaf. You have to go underneath the rocks 
to reach them. Then when you've coHectod this, die and 
repeal tne same procedure unlil you have hull up 
enough lives. 

HUMAN GRAND PRIX 

7EUC4MOF Infinite lyres 
7E0C4OOF: Infinite brakes 
7E0X2F Ol Inliniie wings 

When you have qualified for the race but swt find yourself 
at the back ol Ihe grid, simply press (SELECT] and [B) to 
change your srluallon — you'll be m pole position' 

HUNT FOR RED OCTOBER 

7E1406M Irilfwlt nuns* 
7F1JI I Jiiii-iiiTfirt sinanti 

HVPERZONE 

To acoe&s a swj*>d 
Ihl 'ii * -.i mum in , 

JAM CRUSH 

Just lyOS m 3 row of fives (5SSS. ..) and start 1ha gema 
Vou'll start with more than 840 million point* and a 
whole bunch of balls, (The enscroon ban count shows 
£i, but thaw are actually 33 — me game counts in 

heaariecimals.) Other greal passwords include 
'44<M444Y\ '666SSe6C', 'BB9fl8eeS'. tCOCCCCS' and 
'KKKKKKKS' 

7FlCfi?X)(: Replace KX 10 gel any number ol lives 

7E10CaOZ: Intimto ball 

Few 94 extra halls type in lha password as ftdaHStWib. 



)SI p**** M< [ R l rtlWl [STAfiT] on 
cess the music press [A]. 



JAMES BOND JR 

Try mesa level cades: 



Level 3: 0007 
Level 4: 3675 
Level 5: WE5 
Level 6: ■tilt 
Level 7: 3353 

JOE AND MAC 

Infinite boomerangs for Joe 
71 :in 5A9C Infinite boomerangs for Mac 
7Et)H I AAJ-. Inliniie lire (Or Jo* 
7EOS 5AA3 Intimfa lire (or Mac 

Infinite stone wheel for Joe 
SAC* Infinite stone w+ieel for Mac 
?E0fi Jbu t ■ infinite keys lor Jo« 
7E08 750 1 Intlnne keys tor Mac 
7E0B -6P0: ;: Infinite lives For Mac 
To anil a level you've already completed. [PAUSE | and 
[SELECT] 



JOE AND MAC 2 

7E0CW2O2: Infinite lives 



JOHN MADDEN'S FOOTBALL '92 

Far anybody out 1ha<e who's been mad enough to buy 

this horriwy nasly conversion, hens are some codes 

ButlfilC'. BBBF7G7CNR, BBBF76JF1M 
Chicago: BBBFhCuJJS, BBBF3H42VP 
Cleveland: BBBDOQT'SNe. BBBDDN4HBP 
Dari»a BBHFDI'-MLS SBBFD75NSI 
Oanver: BBBMSRFLST. BBBM826M75 
Graen Bay: BBBKCLKTFT BEBKC9YMGV 
Houston: 6BBLCT7WTZ, B&8LC2QXW6 
Inrjkanepplis BBBMBhLlTUR, BBBNB5LBCJ 
Miami: BBBMGSS2&A. BBBMGyV52C3 
Haw Orleans- 1B.BBNKYJOWY. BSBMK591Y5 
Hew York: BBBFV21HMS. BBBFWWBWT 
Pihsburgh BBBOYgSTO*. BBBGY47J5L 
Seattle. BBBKYS6X1S, BBBKZJJRZML 

For a super-closeup of the crowd hold down any 
button and press [START] As other screens appear, 
keep holding the button. DonT worry il the soeen goes 
blank, a close-up of one of Ihe tans appears To gel back 
to the Action let go of the button > 



KABLOOEY 



Level 17: 

Level 18: 

■v* i<; 

Level £Q: 
Level 21 : 
Level 22: 
Laval ? _ i 
Lovei £4: 
Level 25: 
Level 26: 
Level 27: 
Level 29: 
Lava 20 
Level 30: 



DBVG 

DPLL 

1 :.!■;-: 

GBTF 

JRPH 

GBMF 

PB5& 

ft I 'Hi'; 

LFBG 

CVFF 

LPJC 

DBTG 

WOOD 

TJMG 



KIKI KAIKAI 



It you're finding it loo difticult lo get ahead. !ry this atage- 
salect cheat Al 1he character-select screen, move the 
SSleCtKin ftrtor to 1he desirerj character. Keeping [x| 
^■Xl y] presssgt, press [A| four times. [B) four times, and 
Ihen [A|, |B], [Al, 16], [A], [B] [A], [B|. and [STAfiT). The 
stage-soiect screen comes up. Choose *m stage you 
went to play then start 1 

KING ARTHURS WORLD 

Action Hnplay codes lor infinite: 

Archers 

Kfiiyhls: JTFF1 I 14 

Soldiers: 7FFF1 5 H 

Barrel Men- TfPPGOM 

Enginaars; fFFFufib 

Oood Wizards: 7FFFH709 
Dark Wizards: 7FFF1 909 
Haalih Spells: 'FFF21CN 
Slrenglh Spells: 7FFF2304 
Shield Spells: 7FFF2HM 
Metoor spells: /FFF2B04 
Stun Spells: 7FFF2DM 
Fireball Spells: 7FFF2F0* 
SI0mlSp9llS;7FI-F;il04 
Apocalypse S-pells. 



KING Of THE RALLY 



Vi'hilD the Bound demos are running |ust tap in [UP], 
[UP|,[[JOWMl,[L>OWN], [LEFT|. [RIGHT), |LEFT], 
[HIGHT|. ;B] and ]A] on Conlroaer 1 You hear a Sound il 
it »rO*s, S«»«t Ihe round by pressing |UP] or [DOWN] 
and [START]. 

If you find you're mnning oul ol fuel while racJhs, 
pause the game with |SE LECT|. *nd key « the ebo^e. 
Your 1uet tank is instantly replenished 

HRUSTY'S SUPER FUN HOUSE 

Ems* the password JOSHUA, with a space before and 
alter. This enables you to unit a seulirm wiHtOut 
completing it — simply go back to the door and push 
|UP| It you repeal this on every seclion, you can see 1he 
game's finale. 
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Tha naul cheat helps you round up the rats in * 

room quickly. In any room where Krusty has ai least two 

moveable blocks. place (he First block ns»1 to a wall. 
Mow wail unlil IftO i*ls cress the block and are between 

I H * '■: Mil! nlOCk Bl lid : I (H hli.'i.k -l ;J fBjMM 

the second block, trapping Iha pesky rodents. Make sure 

that the area between 1he blocks and Che wall >s Ihe si?e 

01 another 6*00* hacausa 1hen the rats compress into a 

single tat. 

Laval 1:BAFiTMAN 

Level 2; SMOTHERS 

Laval 3: SNOWBALL 

L«v«l 4; JEHEOlAH 

KRUSTY'S SUPER FUNHOUSE 
(UK VERSION) 

Here ere rive level codes for Ihis brainlBEsar 

Level 1 Hi KIDS 

Level 2: SKINNER 

LevalSSCHAICHv 

Level 4 BARTDUDE 

Level Be BOUVIEZ 



LAGOON 



Inlinrie money 
D42D6D6CGoldat612 
DS2D6KC Gtilrt at 1 3BD 
D62D6D6C Gold et 2 I4i 
4D2D0D6C Gold at 8.292 

91 aofioec Goto m 22, 1 1$ 

D42204OC Stan on lev 2. MP=fl/B. HP=1 7/1 7, EXP &40 

D7S2MOC Start on lev a, MP=1Q/10. HP=23/23, 

EW-CjflC 

DO2204OC Start on 19V 4 MP=12V12. HP=2B3B. EXP 

(VI 70 

P9P2Q40C Start on lev S, MP=19/19, HP=36736. EXP 

0-290 

1BBS07e«Use with codas below 

DFB5D7Afl+ 3GB60DD9Ge1 1 gold piece 1ce eech 

creature killed 

1QB5D7A9 + 3CB8DDD9GeH 100 gold pieces 

LEMMHGS (UK VERSION) 



Mold down |Ll. [Rl. [SELECT] and (START] for a 
Select. Her* aw 1h« codas lor every infuriating h 


Fun U".r.\ 
2: FWKOCJK 
4:JPJXFVW 


3: TWXZKRM 
5 KTJGTJK 


6: HGNNNFX 


7: ULL6CPQ 


ft *BVCKLL 
10;JJGKQPH 


9: JWGWBBK 
11:PWKZSXL 


12. GGWWFX.R 
14:QSPRKMK 
1ft VDCOWSX 
1ft DfJPFNQR 


13:JPV5DSC 
15 iiKCHLQS 
1?:OGNLNFM 
19 FQKKFUl 


20; RMHDGBX 


21:ZGBVG3CV 


22: 7XBLWZK 
24:ZOGHTWD 


23: HTLDXLB 
?5 CFHXPSM 


26: PZBXCXB 
a WDHLSMJ 

30: WXRRTMV 
Tricky revel 
1 • SVZFJVM 


27: CWLGDPT 
29: WBZWWC8 

2: BNLDXVC 


:!. fNGWLWW 


4: RWHTQ6K 


5; GGvSOQZ 
7- PBMF3PFD 


ft RTWHNTC 
ft GTGCDKO 


9: KSRXKVK 

1 1 : XVJKXBQ 


1Q:TB<HLCRC 
12 TMftSZWF 


13:CV5DHLF 
1&WZMPLWF 

1 7: VVDRGWD 
19:GFLZHRPP 
21 : FLMTVPM 


14:WXLBJBP 
16.FVMTNWW 
18- SRXBPPV 
20; XTMWFCP 

22 K5GWWK 


23: ZBPPBXG 


24.WHCHBGV 


25. LHUPGNV 
27: STVNDPK 
2fc SKKWSZD 


26: HULXXTH 
29 JFTQVSX 
30: SFLQQWR 


Te*ing level 
1 L6JMTCD 
a WGHQVRF 
5 -QRKZ1.SC 


2: BWNQXFlZ 
4- MRQKFRC 
6: VGPDOWR 


7. HPKBOCX 
9: GWGCJHK 


ft OSWUCTQ 

10 TNJVCGD 


11:XKBFSBC 
13 SJKNWWS 
1S.OTVGPTH 
17:8PNRBMC 


12: VKKCSFv 1 
14: DQDGCBX 
I6:PFFFLPS 
18 JLGKBLV2 


iq i'cwvh 
2 1 ; HTHZDKK 


20: QNWFKVZ 
22' XQZ5RDT 


23: PTPMUDV 
25: RLOGWSX 


24 LXTZBHP 

20: MHKNCOK 


27 KWGCKVTO 


2B: RKVHCBS 


29. MQV.JfiKZ 
Mayhem leva! 
1 KKKSkFK 


30: OGSMMDM 
2: NNBLXNL 


3. JCPMTPC 
5. RCPKPMD 
7- LSWHWHR 
9. H5HQXPK 


4: TNPPCL5 
ft GXZTLVK 
ft SDRUFLF 
10: CNBMWRT. 


11 tMflOMXC 
13.LPBDVJU 


12. WPSKBXN 
14: BGMLGSS 


lb CZLMVGD 


1ft KVXLSOH 



17 CQ35XF1Q 
19 PMXDHBP 
21.WWFXWE 
23:MGGLKSF 
25 BWQNKVK 

7i hmgiaico 

29: CQLRCHF 



IB: MVRPMQJ 
20; TVUOBCSL 
22; B&LMGQ2 

24. DXBZRVX 
2e:RTBGjWD 
20: QZTJHSV 
30- GNNBJWV 



HTHAL WEAPON 

Unlimited lime 
TEflOaSOB UnlinileiJ shiakls 
7E021 1 Bl Inlinite ammo 

LOST VIKINGS 

7EM 02^ 7E04 QA02 7E04 1202 

Errfarthi* coda 1u* inlimle 1lsme arrows lof Beleog 

7E04QA06 

MAGIC SWORD 

7EG431AC piayar *nergy 

7EO4230'i Captives energy 

Go to Ihe opiions screen and go (o lha exit with jcypad 

one. Now press (LJ, |R1 and (START| on joypad H*o fof a 

lavai-saiact. 

MICKEY'S MAGICAL QUEST 

On level 1 .3 (the watery bill. Cjal lo the p*r1 *Hh lloaling 

l«fS =; ■ .:.! .1 In:, iviir I V. .ltv.j.jl ll.1l" way through C'[}M 

one of the yellow blocks lust above lha water. Vou can'i 
swan wilh R, so drop i1 omo Che teftvaf , depalchmg 1he 
Foe Go through Ihe hole in 1he slick dam and you get a 
rmi! II! 

MICKEY MOUSE 

7E02B" ! 0^ UikmHed energy 
7E037202 Uniimted lives 

Unlimited lime 
7E02C101 
7E0CC2O1 
7E0£.. 
from start 
7E02B92Q' Irtfimle water energy 

In1ini1e magic energy 
.'Eci'BbUl Magic cOilume that uses hall power 
7E02B601 Fireman costume thai uses ihelf power 
7E0£A909 Gives 90 coins a1 Ihe start, and every tenth 

com anerwsrds is 100 

Start from chosen lavel {0 1c* 1 1 tor 2 SIC), 
The Action Replay mus1 bt diMftled at the and ijf the 
las! level and enabled at the begining ol me new one. 

7E0&ACOO' Slari 1nom sublevel 



Magic costume IrCnti lh* b*9inninji 

Firarnan rrom start 

Choice Of lireriwi, mage or chmbing gear 



MOLE PATROL 



infinite lime iswitch Actjon Raciay ott 
t*iween leveist 



MORTAL KOMOAT 



Tq acttvale these codes you must have a Game Genie 

unil. 

With all of the codes lor ihu game OO fJQT attar any 

sellings on (he oplity screens unless speorliad. On e 

hvo-player game DO NOT aller Hie handcaps lor eilher 

playe' 

■I ALWAYS FOLLOW THE INSTRUCTIONS PROVIDED 

BEFORE USING CODES'! 

Infinite lima C98QCB94 

Each round lasis tivice 

88 Kxig D*f)83DD4 

Each round lasis: 

flOaaCWids td'bo3.'A4SUDuti3DD4 

BO seconds SF6637A4 S, D08B3DD4 

70 seconds SF6B37A4 t DDeBiDO* 

60 seconds 1 F«637A4 & D06B3DD4 

SO seconds 9F6637A4 £ DOOBaDCM. 

40 Seconds OF6B37A4 & DO0B3DD4 

30 seconds 7F6637A4 & DO6B3D04 

20 seconds 4F6637A4 S DOBS3D04 

10 seconds FF6837A4 a DD6B3DD4 

Slartgn 

Match2DF6tl4D0 

MBtch3D46114DL? 

Mufch 4 D76IHDD 

Mafch5D361HOD 

WtatchtiD9S114DD 

Mirror Match D1 61 14DD 

Endurance Match i D561HDD 

Endurance Match 2 D961 14DD 

Endurance Match 3 OBfll UDO 

Code 'e'; move player one handicap bar all the way lo 

the right 1.1 1 times). 

Code T — T: switch nfl effads a^tar rOuOd SlalS Ihtn 

swii* back on iMvsn round and*. 

Codes Iff — S : sviilch oft aflecta when supposed 1c 

tight Shang Tsong. 

Slart on match with Goro DC91 14PO 

Slart Oh m*1eh with Shang Tsung DS61 HDD 

Always get a flawless victory bonus 6QB5-3PQ7 

All strikes do minimal damaga (two-player gamaj 

DDS1MDF 

Player one almost mvincek* Owo-pieyer gantaf 
D0fl14$4F(M« above) 

Almost always 'ight in Courtyard DDfeA44AF (see afceveh 
Almosl always 'ight al Palace GaleE CBr3A44AF a 



WBA47DF 

Almosl atnays fight in Warner Shrine CBBAA4AF A. 

D46A47DF 

Almosl always fight in The Pit CBBA*«AF & 076A47DF 

Almosl always ftghl in "nwdie Room CB6A44AF & 

D(BA47DF 

Almo^ always fight in Gora's Law CBEA44AF JL 

D36A47DF 

Almosl atwsys fight in Bottom ol Pit CB6A44AF A 

D16A47DF 

Almost always fight: 

Johnny Cage CBBA304F fl DDBA301 F 

Kane- CBBA3MF & DFBA301F 

Rayden CBBA304F * f>4HA301 F 

Lai Kang CtsSAaWF & D7BA301F 

Scorpion CBBAa04F & DOBA30 1 F 

Sufc-Zert- DOBA301F a D9BA301 F 

Almost always light Shang Tsung CS8A3Q4F 

These codes, for Keno only, mean 1he moves indic^lad 

do more damage. 

f*gh Punch F3291544 

Low Punch. F321 191 4 

High rdc^OSaC 1944 

Low Kick CrS£C1Sl4 

Head Blow 0625/1934 

Knee- 0621 15C4 

Crouched Kick 7 A2B1 134 

Lrppercut 5*2B10C4 

Ftnundhcusa 1D291034 

Fool SwBep 7A2B1114 

Flying Punch 00291534 

Flyima Kick DA261 044 

Cannonbal 9C241534 

Knile 0SW1014 

These codes aJt work tor JOHNNY CAOE onfy. making 

his indicated *&v*s more powerful. 

hvgh Punch F32B4134 

Low Punch F32A4944 
High Kick (M2C41 44 
Low Kick 042B40C4 
hi : ;nl FSIinv 7A224534 
Knee 06234144 
Crouched *Ock F62249C4 
Upparcut 56ZE4014 
RCurtdhouse 1D2C4044 
Foot Sweep 7A2A45I 4 
Flying Punch 0S2B4S34 
Flying Kick 7A2E41C4 
Shadow Kick 9C21 401 4 
Fireball 08254544 
Split Punch 11254054 

Thaaaccxi w:.ii- i..i . iu KANG only, mawtng 

dijmagft done by the moves indicated: 

High Punch F32EC1C4 

Low Punch F32D3034 

High Kh* 06273114 

Low Kick 08203004 

Head Blow 7A22C9C4 

Knee 062D364 

Crouched Kck 7A273044 

Upparcut 56243934 

Roundhouse 102ECO14 

Foot Sweep 7A2F36C4 

Frying Punch 06293344 

Flying Kick ?A2F381 4 

Special Kjck 9C2AC514 

Fireball 0S22C534 

Thasa code* al work for SOWYA BLADE only, rncieaBing 

the damage done by the move indicated: 

High Punch F32435CF 

Low Punch F3S?3S3F 

High Kick 902EC14F 

LOW Kick 9F2DM1F 

Head Blow 7A2D31CF 

Knee 062F303F 

Crouched KiCk7A241SlF 

Upper&Jt 5v6203O4F 

Roudhouse H23C53F 
Foot Sweep 7A23C4CF 
Fiylng Punch 062930CF 
Flying Kick 7A2F354F 
Lag Grflfc 5621 1F-67 

Some Pings oaaECOCF 

Special Kick oeasaocF 

ThBse codes a» work tor RAYDEN only, increasing 1he 

damage dona by IliC 'Clev&ol move. 

High Punt»> r357C544 

Low Punch F320CSC4 

HighK«ku924C1C4 

LOW Kick 0427CD34 

Heed Blow 7A21CM4 

Knee 0626COC4 

Crouched Kick F621 £044 

Upparcut 5625C1 34 

Houdhoaee BCZ4C0I4 

Foot Sweep 7A29C934 

Flying PurtCh 082FC1 44 

Frying Kick M26G944 

Thunderbotl 9C2E1944 

Lightning oai?Elbl 4 

These cades ell work tor SCORPION only, increasng Ihe 

damage caused by lha designated move. 

h*gh Punch f 32A35C4 



Low Punch F3223934 

High Kick 0620*517 

LOiV Kick 062F49C7 

Head Blow 7A233114 

KnBB 06233044 

Couched Kick FW74017 

Upoercut 56JA3914 

RoundhousB 10244147 

Fool Sweep 7A2F4S37 

Flyi'iu Punch ufl2E3134 

Flying Kick 7A2LMS47 

Harpoon FB2C3D 14 

These codes all wo* 1or SUB ZERO only;, iricriesslng lha 

■damaga *Klicled by the mdicaied moves 

h<(f. Punc+i F32A3EC4 

Low Punch F3223934 

High Kick D62C45 17 

Low Kick 062F49C7 

Haas Blow 7A2331 14 

Knee 06233044 

Crouch Kick F627401 7 

UWefCu1i«2A3914 

Roundhouaa 1D244147 

Fool Sweep 7A2F45.:>7 

Flying Punch 0fl£E31 34 

Frying KiC* 7A2D4647 

Oeep Freeze 46263034 

Slide 452B3534 

All Characters throws do more damage 56B54FOD 

These codes ell woik for KANO only, •ncreasing damage 

inf cted by move indicated. 

H»gh Punch F3291S44 

Low Punch F321I914 

t*gh Kick 062C1 944 

LowKKk0e2Cl514 

Head Bow 0625 1934 

KnaaOB2il5C4 

Crouched Kick 7A2A1 134 

Uppercul 562B10C4 

Fool Sweep 10291034 

Foot 5w«p 7A261 114 

Flying Punch 082B1534 

Flyino Kick DA261044 

Cannonball 9C241534 

Knife 0820*014 

Action Replay codes: 

To go to the and ol lha game ?ED47lFC & 7E0472FF 

Replace X w*lh stage number io — b) 7E0O42OX 

Irvtlnlte energy player one 7E048S58 

Player one only needs one win to go Ihrough to 1he neKl 

siege 

MYSTICAL IMIFVJA (US VERSION) 

7E1AB002 Lfves player one 
7E1B6CO? Lives player Iwo 
Infinite lima 

MYSTICAL tmSA 

■ Inf.nitetime 
7E1 A AF90: Inlinila money (Kid Ving) 
7E1B 5F90- Inlinila rnoney (Dr Yanj) 
7E1 A B099. knfartita lives (Kid Ving) 
,'Ei A AA9$: Infinite power (Kid Ying) 
7E1B 5A99 Infinite powar (Dr Yang) 
D2M mfirilla energy (KM Vng) 
7E1A BAS9: mlWiita bombs (Kid Vlngf 
7Ei a B699 Irrfinfl* bombs {LV Yang) 

iiSD2 mlMta YokonaiviB Yoyg. for Kid Ving 
/ElB 6602: Infinite party whistle lor Dr Yang 
7EIB000A knfmrte sendate * 1(J(KI(1Ylng( 
I ISBOO* inNnlba sandals n 10 (Or Yang) 
Here's a list of Ihe passwords for each Warlock Zona. 
Codes vary depending on the character chosen. 
Zone KW Ving Dr Yang 

1 — Ghost TXZZKZ K4MJVJ 

2 — Statue SHXKK ZiPLOH 

3 — Park .'jk232 Z-2HOH 
A — Ot8lU 7GRVOV +ZK6e6 
5 — Nlrifa taslle XTltlW 33S9D8 
8 — Wountan Z-tnHTH TXrZyZ 
7 _ vw- in mirror SStSGfl RMTYyY 
B— PrinDBKS 4Knvy7y MRD*) 

S — final story JPSmSm RmdVSY 

To gat 9 sneek preview of Ihe end sequence, try 
one of 1heae juicy codBB. They pu1 you en (ho lasl level 
with Full armour and loads ol lives The lirsl one's lor Or 
Yang and Ihe swraind 1or Kir) Ying. 
;1IY6+fiBHl BH*6Dq' J BKRZPDlXe:!DP-l- 
qj*;b .S'vB rrHyv :wbtl -2yPv bjOvy v 

Don't forget you 
can catch up with 
all our tips and 
cheats for games 
N-Z in next issue. 
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POUR NEW 
SENSATIONAL GAMES 



from oeeeft 




Format: SneS 

D*ni*s la a Trademark -■' Hnwfc Kalcflai* £nl»rpi»SBS Irrc 
All ngfua reaeived 



PLUS 
an exclusive 

Ocean 

Play Hard 

T Shirt 

when you order 
for only £2.75 




JurrfKik: Pa* " ■ *- "■ 1*M Uniwrwl Slirfos Inc. ♦ AnWIn 
F nertainiriMt Inc 







Format: SNES 

Mr Nut "** i»3 Ocean Soturaro Lid 



Not civtiikil»le 
in o ny shops » 




ops k 

-A. 



Format: SNES 

"R TflKahashi/ShogsWan. KUn. Fuji Talevlakw 



\A/hen you use th 



'Ocean Play Hard" T. Shirt — Not available in any shops. 
White XL only - One size fits all. 



HOW TO ORDER 

Please complete the coupon below and send to: Ocean Offer, PO Box 1842, London N6 5 AS 



y~~ 



Send to: Ocean Offer, PO Box 1842, London 
N6 5 AS I enclose my Cheque/ Postal Order 
[address on back please] made payable to 
Home Entertainment or please debit my 

Access /Visa account with the sun of £ 

My Card No is: 



Signature: __^_ 
Card Expiry Date_ 



/ 



PLEASE USE BLOCK CAPITALS 

Mr/Mrs/Miss 

Address 



Postcode 



Tel. No: 



IMPS 



ITEM 


FORMAT 


PRICE 


QTY 


TOTAL £ 


Dennis 


SNES 


£44.99 






MrNwtz 


SNES 


£44 99 




> 


Jurassic Paris 


NES 


£29 99 






Jurassic Park 


SNES 


£54,99 






Jurassic Part 


Gameboy 


£27.99 






Ran ma 1/2 


SNES 


£49.99 






Exclusive 
T. Shirt 


XL|Ow»»fihall) £2.75 






Please add El .00 per game postage and packing 




TOTAL 





Please allow 26 days lor delivery all goads art subj«i to availability. If yau db net wish m> receive direct mail from companies clfier ttian me Publisher please tick here QJ J^ 




Start the New Year with a bargain. To 
place your free advert, call the hotline 
on 0584 875851 and ask lor Carol. 



For Sale 



• Amiga 600 wild weird and wicked game pack, 
almost brand new Also several boxed games and 

Nigel Mansells Free Wheel. Over £400 new, sell for 
£250 one. Call Bristol on (0272) 244060. 

■ WWF & WCW posters, lots of magazines, 
programmes and videos lor sale (or swap lor SNEs 
names) . Also Exhaust Heat (SNES UK) £35. Phdne 
(0203)371541 

• Lots of SNES games 1or sale, old and new stuff 
available Swap list oi lots of lop games, send see 
for let 10 13 Boumville Lane, Birmingham. B3D 2JY 
Of lei (021) 459 7576 after 6pm 

• For sale, M««q Paint jn excefleni «wn|itiori, even 
has mouse cleaner will sell lor £35 onO. If interested 
please call bam on. (0293) 514485, rl there's no 
reply leave a message 



• US Scad SNES with 14. US games. SFII, Starfox. 
Boh , Salman, Zelda and many others, one Ascii 
pad, ell boxed all 10r £320. Also Saga MOga Drive 
with 7 games £120, il you are interested call Daniel 

on (0422) 6*3906. 

• Amiga 500 for sale 21Qmb HO 4meg ram 2QNHZ. 
pre installert software 2nd disk drive. cyc«ane copy, 
carlrdge and mouse end manuals, 2 joysticks. 50 

blank disks. 6o\«] and guaranteed. 2 months oW 

£950. Phone Kerflh or (0495} 271076. 

• Super NES for sale £300 with Mario 4. Cybernator 
and Street Fighter II Turbo ell boxed with manuals 

and tree magazines il you buy it now! It's 2 months 
old, used only once, mml condition with guarantee. 

Phorrt Kerth on (0495} 271076 now please. 

• For sale SNES boned, and three games Slar 
Wing. Alien 3 and Sim City and one controller, £150 
excellent condriian. Call Greg on (071 ) 370 7574. 



i" 


To book your free Personal Services advert just fill out the coupon 
below remembering to tick which section you would like your ad to 
appear in. SNES FORCE reserves the right to refuse, ammend, withdraw i 
or otherwise deal with all adverts. Allow up to six weeks processing 
time before ads appear. 




Name . -.- - - - 












Telephone No 
Section requir 

Send to; Persi 
Shropshire S\ 

I would like m 


Postcode.. 


ed For Sale ~l Wanted G Pen Pals "1 

Clubs G Swap "I 
jnal Services. SNES FORCE, Impact magazines, Ludlow, 
'8 1JW 

/ classified ad to read: 






















































































































• SNES US games - Street Fighter II £30, Bans 
Nightmare £.25. Super Double Dragon E25, Also 
Universal adaptor £10. Or buy them all far £75. Ring 
(0360)31342$ 

• I have Maro World. UN Squadron, NHLPA 

Hockey, Super Games lor sale: Slarfox (UK) C3f>, 
CybernatOr (USA) £30, Contra 3 {USA) £30. SFII 
(UK) £20. Or all games for El 20. Universal adaptor 
El 0. Competition Projoypad £10. Phone Nic on 
(Ml) 4823040. 

■ SNES with Mario and 7 UK games, 2 pjypads. 
carry case, all games scored over 80% ail boxed 
with instructions £250, serious offers only please. 

won't change- price: US games alsD lor sale 
including Mario All Stars £40. Phone (0B1 ) BfiO 
0344. 

■ UK SNES with sdc games, including Starwmg, 
SFII, two control pads and carry case. Will sell lor 
£260 or swap tor UK Mega CD. Phone Luke on 
(0279)505221, after 6pm. 

■ SNES games Super Tennis, Aleste. Slnkegunner, 
Pitfighter, Krusty's, Ft Type. Sim City, Zelda 3. K O 
Boxing. Ultraman. F Zero. Pilol Wings. Exhaust 
Heat, Battlecrush. Joe Mac, Contra 3, 
ThundefSfJirirs, Axeiay, Chuck Rack. Wresllemania. 
Rocketeer, Smash TV, Barls Nightmare, Ghouls n 
Ghosts, ar-d Ghosts Best of Best, Home Alone 2 
E25 & £30. Phone (0922) 403699, 

• NES with two controllers and 4 games, Double 
Dragon 2, Turbo Racing, Super Mario 3, Super 
Mam Bros, very good condition, worth £140 will Sell 
f« £70 Ring Luke on 0579 52538. 

e Commodore 64+ 1 54 1 disk drive and data 
cassette* and joysticks with lots ot software, 
excellent condition, sale due to purchase ol SNES, 
£150 one. Ring Stev on 0274 722774. 

• UK SNES with seven games including Mohal 
Kombat. SFH, Aliens 3, Starving, ail boxed as new, 
10 months old. guarantee, would cost E450 una, 
hew will accept £320 OrW Ring (0274) 722774, 

• For sale! Action Replay for salel Brand new, in 
perfect condition, sell For £40 one t UK only) Coniact 
Colin or Gordon. 12 Hawkslanrj Walk, StraDrclyue, 
Hamilton, Scotland, wiH swap tor amy good games. 

• Slreel Fighter II £35 onp, WWF, Super 
Wrastlemania £25 ono. UK versions, both boxed 
wdh instructions. Ring M9SB148M. 

• SNES Slreet Fighe-r II (UK) lor sale (no box) fiZft, 
or swap lor boned game, If interested call 041 773. 
3262 and ask for Stephen between 4-6. 30pm. Also 
NEs tar sale £68 ono. 

• For sale Capcom power stick fighter remote unit, 
to be used with Capoom power slick lighter joystick. 
This includes the transmitter and receiver, excellent 
condition, hardly used, sell lor £40 only. Phone 
Simon on 0246 32244" alter 5.30pm. 

• For sale cheap Atari Lynx tor £40 QUO. SNES 

scope wrttte 6 games £30, Mk* hi-fi system in good 
condition £35 or wil swap fgr good SNES games 
Ring 03£3 778396. 

• SNES UK, 2 control pads. SF2, Slarwing, F Zero. 
Super Tennis, Acton Replay scad lead, everything 
boxed with instructions £130 ono. Phone 0B1 365 
2056, North London 

• English SNES gurnet tor sale. Akin 3 £33, Star 
Wing £33 , Star Wars £33 or all rhree tor £90. All 
boxed with instructions Also other games from £20* 

£35. Phono 081 427 801 5. buyer must collect, I live 
■in Harrow, 

• SNES games for sale SFII or others E20 - £30 
includes Starwing, Micro Last Lemmings, Bads 
Nightmare. Pilol Wings, Mano World, and more (UK) 
wiN swap for games like Sim Cfty, Tiny Toons, 
Mickey Mduss, Batman Returns, a footy game. 

Phone Daniel on 0502 574640. 

• Fatal Fury lor sale (US) with box and instructions 

£30, (UK) Street Fighter 2 wtfi box & instructions 

£30. Wso Super Soccer Champ (US) with box and 
instructions £25, or £76 for all three. Ring Kevin on 

(0955) 5197 



e Game Boy wrm Tetris, and two other games 
including Gargoyles Guest. Call on 0525 712308 
after 3.300. Win sell lor £40 ono. 

# US Streel Fighter 2 Turbo, unplayed, unwanted 
present, hence sell lor £60. Please ring Ian on 0244 
375455 

■ SNES USA games - WWF, ArJdams Family, 
Krusty's Fun House, Lemmings, Robocop 3. Super 
Battle Tank, Castlevania 4 £32 each, still sealed!' 
SF2 £45 sealed, USA Asrill pad £15. Phone Neil on 
051 42& 01 3B after 6pm, 

# SNES games for sale, SFII boxed £35, or oihers 
E20-C25 includes Barts Nightmare. Pilot Wings, Joe 
ft. Mac. Mane A, Lemmings and more (UK) Dr will 

swap tor Sim City. Tiny Toons, Magical Guest . and 
ethers (UK), Phone Daniel on 0502 574640, 

# US games tor the SNES, cheap GeDrcje Farmans 
Kc Boxing £10, SpidermanS X-Men £18. 
Castlevania IV £20, Final Fantasy £20, Super Mario 
World £20, Pilot Wings E20. F Zero £22, Bulls bs 
Blazers £2-5. Ring Arnold on D6D2 791 974. 

■ SNES games Spider Man and the X-Men. 
Dfagons Lair, and barts Nightmare £20 each, Super 

Famicom games, Street Fighter II. Super Mano 

world, PiIdI Wings and Castle vama IV £25-£30 
each, and US game Sim City £25, Ring Kieron on 
097? 705630. 



Wanted 



# Super Nintendo games wanted, will pay good 
price tor recent games UK or USA games only. Also 

f will buy a console if it & with good games. Please 
1*10527 32230 

Swap 

■ Royal Rumble for sate or swap Will sell for £15 or 

swap lor 5F Turbo or other great games. Phone Kgi 
on {0208)613132. 

• I have Tiny Toons, Desert Strike. Turiles, SFII. 
Dragon's Lair and Mario I would l*e Super Star 
Wans, Royal Rumble. Nigel blansells, Alien 3 and 
Irem Sfcms game Call Graeme on 03$ 065 359. 

• My Tiny Toons, Desert Strike. Turtles III fur Zelda 
III, Mario Karl or Sir, war. Phone (036) 085 359 and 
ass lor Graeme. May also swap tor Action Replay. 

• Swap UK Mortal Kombat tor UK SFII Turbo must 
be UK, no time wasters please Phone Lee on 
(06-70) 355537 afler 4pm. Prince of Persia I without 
instructions) swap Far a decent game (UK) 
especially Pop N' Twin Bee. 

■ SNES games fu swap Dragons lair (UK). Super 
Mano World (UK). Wanted Tiny Toons (UK), Striker 
(UK), or any other games lor swap especially 
football ones. CallTobiH on (04B4) BC1317. 

# Swap: Staiwing (UK), no box lor Sinker, Sterwing 
only three weeks OH. Phone Andrew 10782) 397731 . 

* Swap my Game Ekjy. 13 games and Action 
Replay for your Game Gear. TV Toner, 
rechargeable battery pack and 5 games. Columns 
and 4 m 1 pack, not warned. Ring Michael on 010 
3637255222, 

9 I will swap my Pilot Wings for your Prince Of 
Persia Pilot Wings is in mini condition. al&O Swap 
for Mar«o AH Stars. Must be An mint condition. Phone 

Chris anytime on (0923) 854945. 



Pen Pals 



• Howzii? I'm a 14 year ott g«rl tram Australia 
looking for English pen pels 13-lS. I love SNES. 
music, football, and will be a faithful correspondence, 
interacted? Wrile to: Roya LoWer. 22 Zelkova Way, 
Parkwood, Wesiem Australia, 6147. 

• Overseas conlact wanted 1or keen SNESj'486PC 
games player. For tips, swaps, etc wnle to H A 
Kong Tin, 2 Hall Street, 27 South Dunedin, Dunedin. 
New Zealand. 

• Desperately seeking pen pals' Any girls out there 
in need of a laugh, meaningless conversations Or a 
truly different experience, then write to me. you must 

be 14+. John Blake. 20, The Saltings. Croft Marsh. 
SKegness. Lines, 

• Pen pal wanted girt 1 or boy must be 11 ilereatud ill 

SNES. I am 12 and my age group needed is 1 1/12. 
Wrrle to 1 5 Kilcroney Lane . Bray. Co WicMow, 
Ireland. 

• Female SNES owner seeks female SNES owner 
agud 12-14 Please write to: Eleanor Perrtss.84 
Lodge Lane, Aston. Sheffield. S3i OBP 



Clubs 



4 Gamers join a swap club run by gamers for 

gamers. Free membership, cheap swaps. For 
delaiis cordact David al 6 Otga, Rd. Nottingham, 
NG3 2NW. 

• Calling ell arcade fanatics! There's a hot 
newsletter coming onto the scene especially for you' 
every arcade need. For mare information please 
phane0202aiae6S(ask1orMark)or0725517513 
(Ad). 
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GREAT VALUE NINTENDO MERCHANDISE - LOWEST PRICES!! 



w 



(Nintendo;) 



SQUARED CIRCLE 

ORDER HOTLINE 

0908 262366 



r 



LOOK at these prices!! 

Nintendo Watches and T-Shirts 

greatly reduced 




irts J 




*AILGAME "1 
WATCHES INCLUDE 
A FIVE-FUNCTIONAL 
DIGITAL WATCH* 



RM CLOCK £16.99+ p&p 32002 

ke up! It's time to leave Dreamland!" 
announces Mario. Features 
computer game music, 
4-event digital clock and 
"Snooze" button. 

TIME BOY KEYFOB 
C4. 99+ p&p 32010 

Novelty miniature 
Game Boy is an LCD 
Watch on a keyring. 



Sffinlerwlo] 



SUPER MARIO KART GAME WATCH 
WAS £12,99 NOW £6.99+ p&p 32011 

Super Mario Kart is now more mobile! Fully playable game, 
including a split-second digital watch to keep track of your 
fastest laps. 

SUPER MARIO WORLD WATCH 
WAS e 12-99 NOW C6.99+p&p 32009 

Mario and Yds hi travel over seven game worlds to save 
Princess Toadstool from the clutches of the evil Koopa. 
Includes headphones! 

SUPER MARIO BROS WATCH 
WAS E14.99 NOW £6.99 +P&P 32006 

Battle against Bowser to save Mushroom World in this fast 
action, multi-level platform game watch. 

LEGEND OF ZELDA WATCH 

WAS C14.99 NOW C6.99+P&P 32007 

Link travels the underground complex to slay the Dragon. 
Collect weapons to destroy the Menagerie of Meanies. 

TETRIS GAME WATCH 

WAS CI 4.99 NOW C6.99+p&p 32008 

The ultimate Russian brain-teasing puzzle Is now available 
on a watch! Fast reflexes and a clear mind are required to 
complete this game of strategy, 

LEGEND OF ZELDA 3D WATCH 

WAS £5.99 NOW ONLY £1.99+p&p!! 32005 

Flip open the 3D-moulded Zelda figure to reveal a five- 
function LCD digital watch. 




SWEATSHIRTS & T-SHIRTS 



MARIO T-SHIRT 

WAS E6.99 

NOW 12.99 *p&p 31-005 
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HIRT 



C2.99+P&P 31-009 



r AS E8.99 
NOW ONLY £5.99+p&p 31-001 



SUPER QUALITY T-SHIRTS & SWEATS AVAILABLE IN SIZES: 

7-8,9-10, 1 1-1 2 & 13-14 yrs. 



HOW TO ORDER 

For fast service on Credit Card 
Sales call 0908 262366 

9.00am Hi 5.30pm Monday to 
Friday or send your order by 
post lo ihe address below 

Our Squared Circle guarantee means that if you are not completely saliilted with any item you purchase you mop 
reform your purchaie in its original condition within 14 days. We will refund your money or exchange rhe item. N.B. 
Computer garrwj may only be reiymed if ihey arm faulty, 

CARD NUMBER 



Postage & packing 

Goods totalling under £5.00 please add £075 
over £5.00 please add £1 .50 
over £1 5.00 please add £2.50 



EXPIRY DATE 



ISSUE NUMBER (SWITCH ONLY} 



JJ 



•hiukd Cheque or postal order er»elo&ed made payable end Seflt lo: 

MUMjDCIRClEaD^ 



PO BOX 848, 18 VINCENT AVENUE, 
MILTON KEYNES MK8 OHF 



VISA n MASTERCARD n ACCESS □ SWITCH □ 
Signature..... ...Date 



ITEM 


COM 


SIZE 


PRICE 


TOTAL 




















































MR/MRS/MISS 

INITIAL .........SURNAME 




TOTAL 
P&P 

TOTAL 
ENCLOSED 



















NAME OF RECIPIENT. .......AGE PI,™ fc| here | you do m* wish h> mri. 

DEUVEftV ADDRESS (IF DIFFERENT FK0M ABOVE) dW nwilir^ 

.....j,,,,,,,,*,*,....!........,, Goods will be despatched within 14 

.,„, working days from receipt afdrtfer'. 



r 'i b 





Completely redesigned and fully 
updated, this issue's Directory 
Enquiries is the ultimate companion lor 
the essential Nintendo game fan. 



ACROBAT MISSION 



65% 



83% 



• Teichiku 

Good soundtrack, doesn't make up tor the 
unoriginal garneplay. 

ACTRAISER 

• Einix 

Sexy graphics and masses of violent 
garneplay make this a great adventure, which 
you should play for days and nights on end. 

ADOAMS FAMILY 88% 

• Ocean 

A lively one-pteyer game with slick 
preservation and a funky soundtrack. 

AFRO THE ACROBAT 82% 

• Sunsoft 

Cosmetically excellent, severely challenging 
platformer with superb main sprite animation, 
Let down by often frustrating garneplay, but 
well 1 worth a look. 



AUBVS VS PRBATOR 



33% 



• IGS 

Great movie licence but this plodding beat- 
'em-up has flickering sprites and sluggish 
animation — a major disappointment! 



ANOTHER WORLD 



86% 



• Interplay 

The US version of Iho brilliant adventure Out 
Of This World. Cinematic 3D graphics and 
great puzzles. Vary addictive but a lillle on 
the easy side. 



AGURI SUZUKI 



83% 



• LOZC 

Past, slick, well presented racing si rn .with 
neat two-player option, Also known as Ft 
Super Driving, Plays belter ihari he drives — 
good job really? 

ALIEN 3 92% 

• Acclaim 

Possibly Ihe best shoot-em-up ever! Superb 
atmospheric graphics and excellent sound 
give ibe action an excellent feel. 




ARCANA 



57% 



• Hal 

Testing Import adventure game that is let 

down by poor graphics and frustrating 

garneplay. 



ASSAULT SUITS VALKEN 

• mcs 

Japanese version of Konami's superb 
shooter Cybemator. 



89% 



ASTRAL BOUT 42% 

• A-Wave 

A disappointing beat-'em-up short on 
moves and highly frusl rating. 

ASTERIM 80% 

• Intogrnmes 

Detailed backgrounds, above average 
graphics and great presentation can't save 
this from being anything bul an average 
platformer. 



AUGUSTA MASTERS 



81% 



• TfiE Soft 

Impressive golf sim with Ihe additional 
bonus ola handy battery back-up. Great 
graphics and straightforward garneplay. 



AXELAY 

• Konami 



90% 



To help you find the names you want — last — we've used the 
Super 1 League colour-codes. Use this Key below, and on the 
bottom of each page, to effortlessly pin-point the game style 
you're after. 



ARCADE 

Not just all those games converted 
Irom classic coin -ops but also any 
that feature more than one style of 
garneplay, 



ADVBVTURE/RPG 

Games that usually take you on an 

adventure to another time or world and 
encourage you to use brains rather 
than brawn to solve the challenge. 



Superb garneplay, mind-blowing 3D 
graphics. Great sound and excellent 
payability, 




BART'S NIGHTMARE 



83% 



• Acclaim 

A fun — but sometimes tedious — game 

with great cartoon graphics and a funky 

soundtrack. 



BATMAN RETURNS 



82% 



• Konami 

Wonderful dark Gotham graphics and great 
sound, bul ultimately just too easy and not 
varied enough. 

BATTLETQADS 71% 

• T rade west 

Unspectacular oameplay coupled with 
humorous graphics, Cool tunas and varied 
levels can't redeem an otherwise mediocre 
title, 

BATTLE BLAZE 33% 

• Sammy Corp 

Worst St reel Fighter ill clone ever. Lovely 
fantasy graphics, but literally only about lour 
moves each! 



BATTLE CLASH 



35% 



• Nintendo 

An irritating little Robot shooting cart with 
nothing to selt it exeepl that it's for the 
SuperSccpe. Wow! 



BATTLE GRAND PRIX 



78% 



• Naxat 

Impressive split-screen racer with 
simultaneous two-player option. Controls are 
a bit dodgy though! 



BEST OF THE BEST 



81% 



* Loric e I 

Unusual Martial Arts sim with great variety in 

moves but pretty sad graphics. 



BEAT-'EM-UP 



Raw, aggressive untamed bicep- 
bulging, fist-flying action is whai this 
category is all about. But just 
because a game is rough doesn't 
mean it's necessarily good. 
The best beat-'em-ups always 
include a strong element of strategy 
(knowing exactly the best way to 
defeat an enemy). That's whai 
makes Street Fighter it king? 



BIG RUN 29% 

• Jaleco 

Dodgy graphics make this racer a non 
starter. A game best forgotten aooLill 

BU UMBO'S COMBAT 
BASKETBALL 45% 

• Hudson Soft 

Early attempt at a brawling basketball sim. 
Plenty ol violence but vary little garneplay. 

BLAZEQN 59% 

• Alius 

Uninspiring Japanese shooter with little new 
to offer in terms of graphics or payability 



BLAZING SKIES 



72% 



• Nameot 

Also known as Ace's High, this WWI Frying 
sims recreates the thrills, and spills of historic 
dog fights. 



BLUES BROTHERS 



82% 



• Titus 

Good animation and sound, plenty of depth 
bul very f ruslraiing garneplay — especially in 
two-prayer mode. 

B.0J. 86% 

• EA 

An excellent platform shooter with a good 
selection of power-ups and weapons. A 
good challenge let down only by a slight 
control problem. 

BUBSY THE BOBCAT 70% 

• Accolade 

Cosmetically excellent platformer lei down 
by annoying controfs. One hit and die sysiem 
makes for fruslratmg garneplay. 



BULLS VS BLAZERS 



78% 



EA 



One of Ihe better basketball sims featuring 
the MBA's two hottest teams but sbll not as 
good as Tecmo's Super NBA Basketball, 

CACOMA KNIGHT 72% 

• Datam 

Weird Japanese arcade garrtE based on Qix, 
where you match up lines loform a picture, 
fun for a while but not much lastability. 

CALIFORNIA GAMES 2 36% 

• DTMC 

Appalling Follow up to this arcade classic. 
Good six-player option but nothing else to 
offer. Nasiyl 

C. RIPKffl JR BASEBALL 68% 

• Mindscape 

A fun baseball sim with good FX and 
sampled speech. Great cut away dose-up 
screens bul no excitement when a home run 
is scored. Disappointing controls but 
garneplay is enjoyable tor two but not for 
solo players. 

68% 

• TAtTO 

Also known as On The Ball. The constantly 
rotating play area is impressive tor a while 
but there's very little attention to garneplay. 

CAPTAIN AMERICA AND 

THE AVENGERS 40% 

• Mmdscapc 

PLATFORM 

The Nintendo speciality. So called 
because the action usually involves 
jumping across a series of platforms 
(usually danger lurks underneath so 
don't fall off) to reach a goal and fight 
a level guardian. 
The category has also grown to 
include all Ihose jump-on-the-bad- 
guys ? -heads games made popular by 
the Mario series, 
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Some of Ihe worst graphics ever, a poor 
soundtrack and frustrating gameplay 
conspire to make this arcade oeat-'em-up 
conversion a big disappointment. 

CASTIIVANIA IV 88% 

• Konami 

Outstanding presentation, excellent 3D and 
Mode 7 graphics and one of the best 
soundtracks around. 

CHAMPIONSHIP POOL 83% 

• Mind scape 

Unexceptional graphics can't marr an 
excellent simulation, Loads of options — as 
good as it gets and then some! 

CHESTER CHEETAH 65% 

• Kaneko 

A smooth well-presented game but lacking 
depth and polish. Graphics are pretty 
sketchy and gameplay is slow, 



CHUCK ROCK 

• Sony 

Large sprites, a rockin' tune and great 
playabtlity — a bit little bit on the easy sida 
though! 



CLUE 



68% 



• Parker Bros 

American conversion of Ihe classic boaid 
game Cludo. Stick to the original it's more 
enjoyable. 



COMBAT TRIBES 



47% 



• American Techno s 

A pretty good conversion of the boring 
arcade beal-'em-up. Sprites are small and 
undetailed. 

COOL SPOT 90% 

• Virgin 

Superb platform action with one of the best 
characters for ages. Addictive as hall, great 
sound and smooth garnepiay make this 
infinitely playable. 
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COSIVW GANG: THE VBEO 45% 

• N.amcot 

Feeble attempt to revamp Space Invaders. 
Good two-player mode but not much else to 
offer. 



CONTRA SPIRITS 




Specific games with the emphasis on 
solving problems using the old grey 
matter rather than blasting 
everything In sight — although Tetrss 
and Bombtiss proves you can 
successfully combine the two. 
Sounds a bit heavy but many of the 
most interesting and addictive snes 
games {Lemmings and The Lost 
Vikings tor example) are puzzlers. 



An excellent one- or two-play a r blaster full of 
power ups. mindless shooting and alien 
blasting. Great graphics and FX — a bit light 
on levels though, 



D FORCE 



44% 



• Asmik 

Visually unattractive, but so bad ft*8 almost 

cool. Pretty sad graphics and toads of 

pointless Mode 7 make this a cult purchase 

only. 



DARIUS TWIN 



50% 



• Tallo 

One of the anginal shoot- 'em-ups. Now 
appears dated bul there's still some fast, 
button -fiddfing action. 

DAVID CRANE'S 
AMA2HG TENNIS 

• Absolute 

Incredible 3D aninwtion and FX. large 
sprites and fast pace — needs more variety 
and a doubles option, 

DENNIS 79% 

• Ocean 

Average graphics, sprite animation and 
sound may put some people off before they 
reach the more investing upper levels. 
Nothing new or exciting. 



DESERT STRIKE 



87% 



EA 



Straight conversion of the classic helicopter- 
based Gulf War aim with detailed graphics, 
last scrolling and addictive gameplay. 

DHOSADRS 81% 

• IREM 

Great graphics bul needs more levels — 
difficulty option adds variety. 



DRACULA 



78% 




• Psygnosis 

Gel past the early levels and you're in for a 
Ireat: Colourful graphics and a lasting 
challenge make This great fun. 

DRAGON'S LAB 87% 

• Elite 

Excellent graphics, dodgy to control al first 
and damn hard — addictive as hell. 

DRAKKHEN 80% 

• Irrfogrammes 

Plenty ol playabilty and depth once you get 
past the early levels. 

EQUINOX 84% 

■ Sony Imagesoft 

Quality Zel-da- style puzzler, a big challenge, 
though the awkward perspective can make 
things difficult. 

84% 



EXHAUST HEAT II 

• Seta 

The fastest Mocte 7 racer around. Three 
different car classes and loads of tracks — 
brilliant! 

EXTRA NWVGSBASBAU 87% 

• Sony 

Cutasy one- or two-player baseball sim with 
excellent garnepiay. 

F1 EXHAUST HEAT 85% 

• Ocean 

SHOOT'ENHJP 

It all started way back with Space 
Invaders and Asteroids. Over a decade 
later the graphics have changed but 
the basic format is siiH the same. 
The theme is invariably '...the planet 
has been invaded by evil aliens. Grab a 
gun/jump in your spaceship and blast 
everything in sight," but that doesn't 
stop the action being fast, furious and 
very intense. 



Very playable Grand Prix sim featuring 
sixteen tracks, a one- or two-pfayer option 
and a battery back-up. 



F-ZHtt) 



92% 



• Nintendo 

Futuristic 3-D super-smooth racing game 
with excellent Mode 7 graphics— fast, brulal 
and fun. 




F1 SUPER DRMNG 82% 

• LOZC 

Japanese version of Aguri Suzuki. Good 
digitised graphics and special FX — and 
thankfully it plays belter than he drives! 



FACEBALL 2000 



72% 



• Telchlku 

Converted from the GB to the snes. Better 
than average puzzler with plenty of shooting 
involved. 



FATAL FURY 



65% 



• Takara 

Another in the long line ol SF2 clones. This 
12 meg scrapper looks coof bul is frustrating 
to play. 



FINAL FIGHT 



79% 



• Capcom 

This great conversion of the classic arcade 
hit is only let down by its lack of two-player 
option. 



FWALFKHT2 



60% 



• Capcom 

A rehash of Final Fight with a new difficulty 
setting. Excellent sprites and animation, bul 
no thinking required. Not much of a challenge. 



FINAL FIGHT GUY 



75% 



• Capcom 

Special edition of Final Fight which comes 
with free CD and an extra character to 
choose. Still no (wo-player option though! 

FIRST SAMURAI 85% 

• Ktmoo 

Great sprite detail, superb digitised speech, 
strategy section.?, puzzles and a relentless 
challenge make this a treat for the senses. 

FINAL FANTASY II 76% 

• Square 

An eKcellent introduction to RPGs but lacks 
serious challenge. One for beginners only. 



FORMULA ONE CRCUS 



58% 



• Nir.hihi.i1su 

Unconvincing Japanese racer with an 

overhead view and useless sprites and awful 
bleepy sounds. 

GAMBA LEAGUE 

Japanese version ol Extra Innings. 

SPORTS/RACING 

The widest ranging category of them all 
includes the major sports — golf 
soccer, American football, tennis, motor 
racing (technically it is a sport!), 
baseball, basketball — plus some 
unusual ones like crazy golf and ten-pin 
bowling. Playing sports sims is your 
chance to fulfill those moments you've 
always dreamed about — like scoring 
that winning goal in the World Cup final! 



GEORGE FOREMAN'S 

K0 BOXING 45% 

• Acclaim 

Nasty Boxing Sim, even the two-player 
option doesn't save it. 

GE0MAN WARRIOR 

Japanese version of The Legend of the 

Mystical Ninia. 



GODS 



81% 



• Mindscape 

Tough puzzles and tedious first levels but 
gameplay gels better. 

GOOF TROOP 88% 

• Capcom 

A prepuoescent Zelda, a perfect introduction 
lo puzzling for pre-teens but a -challenge to 
everyone, Only one level out a great 
example ol co-operation, nol competition. 

GOtDtfJ FIGHTER 54% 

• Culture Brain 

Annoying lighting game let down by poor the 
animation and gameplay. 

GRADIUS ■ 87% 

• Konami 

Ore of the original horizontal shooters. 
Loads of great weapons and power-ups and 
super graphics. 

GUN FORGE 70% 

• I rem 

Challenging but slow blaster with good 
graphics, 

HARLEY'S HUM0NG0US 
ADVBVT0RE 38% 

• Hi-Tec Expressions 

One of the worst platform games around. 
We loathed if, 

HAT TRICK HERO 86% 

Also known as Super Soccer Champ. 
Amusing, unrealistic football game with (wo- 
player option. Frustrating gameplay. 

HIT THE ICE 48% 

• TAITO 

Average conversion of arcade ice hockey 
sim with the emphasis on fighting rather than 
skiff ul play. Tedious in one-player mode 
slightly more interesting for two. 



HOLE IN ONE 



53% 



Hal 



A golf game with only one course? This 
crazy golf game is a laugh for a few minutes 
rapidly becomes boring. 



HOME ALONE 



18% 



• T-HQ 

Probably the singularly most appalling game 
on Ihe snes. Muff said! 

HOME ALONE 2 65% 

• T.HQ 

An it proved sequel. -Graphics are stilt a bit 
skelchy but the gameplay is pretty addictive 
and some ol the puzzles are a real laugh. 



HOOK 



81% 



• Sony 

Looks great, sounds great but falls down on 
payability. 

SIMS/STRATEGY 

The games your mum and dad want 
you to have! Many a clever gamer 
has managed to get their parents lo 
buy them a simulation on trie 
grounds that it's 'educational' and 
'.,.it will help with my homework, 
honest.' Strategy games (for 
example Populous and 
Powermonger require a great deal ol 
tactical planning. 
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HUMAN GRAND PRIX 



81% 



• Human 

H it wasn't for the dodgy controls this would 
be one of the best racers on the market. 
Cool 1wo-player split-screen oplion. 



INCREDIBLE CRASH 
DUMMIES 



75% 



• Acclaim 

Big, bawdy graphics, humorous overtones 
and nice animation can't save- this from 
being an average, somewhat clumsy, 
platforms r. 



IREM SKINS GAME 



86% 



• IREM 

Excellent graphics and payability and a cool 
two-player oplion lets you play against mates 
lor cash. 

JACK NICKLAUS GOLF 77% 

• Konami 

Good sim, lirniled number of holes to play. 

JAKI CRUSH 58% 

• Na mi soft 

A bit loo repetitive, but just imagine playing 
pinball in an abattoir 1 

JAMES BOND JR 43% 

• T-HQ 

Unrealistic scrolling, awful sound and nasty 
animation, 



JAMES POND'S 
CRAZY SPORTS 



38% 



• Storm/Sales Curve 

James should slick to platformers — cute 
sprites but gameplay requires a pummelling 
of the joypad rather than skill. Nothing to 
interest serious players. 



JERRY BOY 



81% 



• Konami 

Japanese version of the weird but excellent 
platformer Smarlball, Brilliant cartoon 
graphics make this a visual treat. 

40% 

• Gametek 

A poor console conversion of the American 
general knowledge TV quiz show. Needless 
to say all the questions are about yes you 
guessed it. America 1 

J. CONNORS' TENNIS 

• Ubi Soft 

Above-average tennis sim with lols of 
variation. Slow at first but good fun. 



70% 



JOE & MAC 



84% 



i Elite 



Slick animation and smart visuall , /> , ilti ■ 
great two-player — levels are a bit sarneyf 



JOE & MAC 2 



86% 



• Elite 

Don't be fooled by the name this is nothing 
like the original although it's a vary good 
game <n its own right. Great gameplayf 



JOHN MADDENS '93 



90% 



EA 



Great sound, and good — bul small 
sprites make this a brilliant one- two-player 
American loolbaH sim. The controls are hard 
at first but once mastered it's great fun. 




Arcade 



J. MADDENS FOOTBALL 45% 

♦ EA 

Terrible conversion of one the best American 
Football sim ever. Get the sequel' 



JORASSIC PARK 



92% 



# Ocean 

A monster of an adventur&'shont-"em-up. 
Amazing graphics and sound, exceptionally 
addictive — it really pushes the rnes to its 
limits. Superb 1 
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• Kemco 

Also- known as Bombuzal, Weird puzzler with 
the emphasis on blowing up bombs and 
balancing on platforms. 

KIKIKAIKAI 85% 

• Natsume 

Also known as Pocky and Rocky, this wacky 
Japanese adventure has bags of character 
and classic end-ol-level guardians. 

82% 

• Jaleco 

Excellent strategy /puzzler in lha mould ol 
Lemmings. Slow to start but lots of in-depth 
gameplay. 

KfllG OF THE MONSTffiS 70% 

• Takara 

Great animation but dodgy music and poor 
FX mean you'll soon get bored 

KING OF THE RALLY 65% 

• Meldac 

Sparse racing game with good graphics but 
not enough challenge and very limited. 

KK'S PLAYER MANAGffi 86% 

9 Anco 

Faultless Instability and hundreds of options 
make this one of the besl in its field, despite 
some dodgy graphics and bland spot FX. 



KEUISTY'S SUPfcR 
FUN HOUSE 



82% 



• Acclaim 

Humorous gameplay with a good range of 
puzzles but too repetitive! 



LAGOON 78% 

• Kemco 

A huge, challenging RPG. Mot in the same 
league as Zetda 3, but a solid, though 
sometimes tedious, piece ol work. 

LAMBORGHINI AMERICAN 
CHALLENGE 70% 

• Titus 

Well-presented but average racing sim 
with Super Scope compatibility. This, a 
mouse oplion and a gambling option don't 
save it from being anything other than 
standard. 

90% 

• Sunsoft 

Highly addictive strategy game with brilliant 
graphics and tunes. Ovor 1 80 levels to keep 
you going way into the early hours ol the 
morning 

LETHAL WEAPON 57% 

• Ocean 

Run-of-the-mill shooter with very sad 
gameplay. 

Adventure/RPG 



tOST VIKHMCS 91% 

• Interplay 

One of the most original games to grace the 
smf5. Los! Vikings combines excellent 
cartoon -style graphics with addictive 
gameplay. One of iha best game's released 
this year and a must for puzzle lans, others 
wilt be quickly converted. 




MAGIC ADVENTURE 



77% 



• Bandai 

Unusual Japanese game with good graphics 
but bland gameplay. 

MARIO ALL STARS 92% 

• Nintendo 

Graat value compilation cart featuring $MB, 
SMB2 & 3 and the previously unavailable 
Lost Levels. Improved graphics and sound. 




MAGIC SWORD 

• Capcom 

Probably Capcom's weakest game to date, 

Looks good bul the gameplay is just too 

slow. 



MARIO IS MISSING 



42% 



* Mindscape 

A valiant attempt at an edutainment game 
using the popularity of the Mario Bros. Let 
down by restricted gameplay and level of 
difficulty. 



82% 



MARIO PAINT 

• Nintendo 

Fun-packed but basic art package for kids. 

MECH WARRIOR 79% 

• Act i vision 

A complicated action and strategy title. 

MEGA L0 MANIA 87% 

• Imagine*!" 

Brilliant strategy with near perfect 
presentation, lovely sound and user-friendly 
controls. Time -travelling battle making made 
easy! 

MICKEY'S MAGICAL 

QUEST 91% 

• Capcom 

Superb game wilh great graphics and 
enchanting soundtrack. Gameplay is a little 
easy but can be altered to make the game 
more interesting. 




BeaKem-up 



MIGHT AND MAGIC II 84% 

• Bite 

A big game with loads to explore, but falls 
behind a bit in the excitement stakes, one for 
dedicated adventurers. One of the besl firsl- 
person perspective RPGs so far. 



P 



25% 



• Parker Bros. 

Bad sound arid FX make this poor 
conversion ol the board game very boring! 



MORTAL KOMBAT 



87% 



• Acclaim 

Excellent graphics and gameplay. bul lacks 
lha challenge of SFIf. Great sound, good two 
player game. 

MRNUTZ 80% 

• Ocean 

Arcade quality, well above average 
platformer. With big. well defined sprites and 
some of the grooviest villains seen on the 
shes it's a joy to play. 




60% 



MUSYA 

• Datam 

Japanese cart with some nice touches, but 
nothing to really keep you playing. 

MYSTICAL IWJA 88% 

• Konami 

US version of Geoman Warrior, Excellent 
one- and two-player game, with loads of 
options and levels — brilliant' 



NBA ALL-STAR CHAL 



83% 



* Acriaim 

Simplistic basketball sim with good graphics 
and five small sur>games but no match 
option. 

NCAA BASKETBALL 88% 

• Nintendo 

Also called Super Slam Dunk this visually 
stunning basketball sim uses Mode 7 to 
great affect. 



NHLPA HOCKEY 



81% 



EA 



Slightly disappointing conversion of the 
brilliant Maga Drive Ice Hockey game 1 EA 
Hockey '92. 

NHLPA HOCKEY '93 73% 

• EA 

Updated sequel with much improved 
payability, loads of slats and furious lighting 
scones. 

MGEL MANSELL'S 

F1 CHALLENGE 82% 

• Gremlin 

A polished, fast paced and very playable 
racer, with a full season's racing and a 
password system A high speed drive 
without the rigmarole of a complex sim 

NOLAN RYAN'S BASBALi 84% 

• Romslar 

Disappointing licence Irom the best pitcher in 
the Major League, Plenty of stats but not 
enough has gone into gameplay, 

ON THE BALL 

See Cameltry 






Platform 
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OUT OF THIS WORLD 



83% 



• Interplay 

UK version of Another World. A unique 

combination of textured polygons and sci-fi 

backdrops make this atmospheric and very 

addictive. 



83% 



OUT TO LUNCH 

• Mindscape 

An amusing and entertaining platformer — 
clourful, detailed, great parallax scrolling, 
easy to pick up and includes a great 
soundtrack. 



PAPERBOY 2 



33% 



• Mindscape 

A horrible conversion ol a horrible game. 
Very dated and very poor. 

PARODIUS 87% 

• Konami 

Fun gameplay, excel lent graphics and great 
tunes make this a real laugh — a bit easy! 



PEBBLE BEACH GOLF 



83% 



• T&ESotl 

Brilliant digjtisad graphics and simple but 
responsive controls. Only one course! 



PGA TOUR GOLF 



85% 



EA 



The most accurate of golfing sims, Many may 
fond play four rounds in a championship a little 
boring but hey. . . that's golf! 

PHALANX 74% 

• Kemco 

Unoriginal and frustrating gameplay saved 
only by clean, sharp graphics. 

PILOTWINGS 91% 

• Nintendo 

Unbelievable graphics and scrolling make 
this one of the best flight sims around. Eight 
locations with lots of variation means you just 
can't stop yourself playing. The ultimate flying 
game! 



JliMHUJig 





74% 

• Kemco 

A two-player puzzler high on good graphics 
but short on thrills, 



PIT-FIGHTER 



38% 



• T«HQ 

Awful conversion of |he arcade fighting 
game. Two-player option but difficulty is way 
too hard. 

POCKY AND ROCKY 

• Natsume 

See Kikikaikai 



POP 'N TWWBE 



80% 



• Konami 

This colourful shooter combines the 

excellent graphics of Axelay wilh cute 

appeal of Parottius. Atmospheric tunes and 

great revel bosses make this a real treat to 

the senses. A little loo easy in one-player 

mode. 



POPULOUS 



81% 



• Anco 

The king of strategy games. Maybe getting 
a little long in the tooth but still gives most 
games of its kind a run for their money. 



POWER ATHLETE 



25% 



• Kaneco 

Oh no, another SF2 done, only with graphics 
a Game Gear would reject! 

POWERMflNGER 64% 

• Powermonger 

With a sneb mouse this battle strategy sim is 
a good conversion of (he Amiga classic, if 
not the control method is very slow and 
frustrating. 



PRINCE OF PERSIA 



89% 



• Konami 

Stunning graphics and backdrops with 
greal animation and atmospheric music. 
Twenty levels of action and puzzles make 
this very addictive — excellent use of a 
password system! 

PRO QUARTERBACK 

• Tradewest 

Visually stunning but ultimately boring 
American Football simulation. Uses a 
unusual 3D Mode 7 perspective but plays 
are too difficult to complete. 

PUGSLEYS SCAVENGER HUNT 85% 

• Ocean 

Very good sequel to the first Addams Family 
release, boasting incredible graphics and 
sparkling tunes — not as playable though! 

78% 

• Ocean 

Domino Rally-style puzzler to Wow your 
brain cells, ported across from the Amiga. 

64% 

• NTVIC 

Cool graphics but monotonous gameplay 
soon gets boring. 



RACE DRIVING 



25% 



• T.HQ 

One of the worst racing gams of all time. 



RAD PSYCHE RACING 



26% 



• 7 

Don't venture anywhere near this gigantic, 
outrageous pile of doggy do's. It's awful. 



RAIDENTRAD 



65% 



• Electro Brain 

Another arcade bfasler featuring a Iwo-player 
simultaneous option but not much else. 

RAMPART 51% 

• EA 

Wall-building sim with below average 
graphics and poor sound — lacks depth. 

RAIUMA1/2 84% 

• Ocean 

Manga-lnspired madness. A truly bizarre 
game, with superb graphics and sound but 
clumsy gameplay. A treat in two-player but in 
the end it's just loo darned easy. 



RANMA 1 2 PART 2 



85% 



• MCS 

Excellent and even weirder sequel to 
Ranma. Great moves and graphics but a 
little easy! 

RIVAL TURF 

• Jaleco 

Scrolling bea'-'em up with nice graphics but 
no two-player option and hmited controls. 

ROAD RUNNER: 

DEATH VALLEY RALLY 73% 

• Simsofl 

Superb graphics, lun gameplay with greal 
Warner Bros (heme — awkward conlrols. 

R0B0C0P 3 48% 

• Ocean 

Above average backgrounds but bad 
animation and sprites make gameplay far too 
frustrating. 

ShooKem-up 



ROCK & ROLL RACING 90% 

• Interplay 

Classic soundtrack, great sampled speech 
and a wicked, though slightly squashed, iwo- 
player game make this a winner. Mass 
destruction with a weird perspective. 




ROGER CLEMENS MVP 
BASEBALL 



45% 



• Acclaim 

Disappointing baseball sim Irom the Major 
League's most talented pitcher. Not worth 
the money. 

ROYAL RUMBLE 80% 

• Acclaim 

This sequel to WWF Wrestlemania is an 
improvement but doesn't go far enough. Fun 
In two-player mode but not enough variety 
for the solo player. Presentation is good but 
ultimately too easy. 



BPM RACING 



68% 



• Interplay 

Off-Road racer with split screen for 

simultaneous two-player head-1o-hcad 

challenge. 



RUSHING BEAT RUN 



74% 



• Jaleco 

Sequel To Rival Turf with improved 
characters and graphics but not enough 
variation in gameplay. 



SHADOW RUN 

• Data Easl 

Addictive and playable advontur&'RPG with 
coot sounds, vivid sprites and logical 
puzzles. Rivals ZeWafor best of its class. 




SIM CITY 88% 

• Nintendo 

Excellent city-building sim with colourful 
visuals and addictive gameplay. Over 1,000 
land-forms and three difficulty levels — you'll 
be playing for ages! 

SIM EARTH 74% 

• Imagineer 

A strange but interesting 'edutainment' cart. 
An intellectual and ecologically sound 
planet simulation. 



SKULJAGGER 



62% 



• American Softworks 

This hack 'n' slash piratey affair is too 

frustrating io be an essentia) purchase. 

SKY MISSION 

See Blazing Skies 



SMART BALL 



81% 



• Konami 

US version of Jerry Boy. Masses of power- 
ups. colourful visuals and an enormous 

Sports/Racing 



playing area in this cute platform adventure 
— very addictive but a little bit easy. 



SOW BLAST MAN 



OU V'D 



• Tailo 

Active animation and colourful backdrops but 
too repetitive to provide a lasting challenge. 



SOUL BLAZER 



84% 



Enix 



This wacky sequel to Actraiser looks great 
but is far too simple. A great introduction to 
arcade-style RP<Gs but it shouldn't take more 
than s week or so to finish it. 



SPANHY'S QUEST 



75% 



• Natsuma 

Platform -based arcade action starring an 
ape. Work your way through he endless 
levels farmed only with an unlimited supply 
of balls') looking for keys — fun bul limiled. 

SPIDERMAN AND THE X-MEN 75% 

• Acclaim 

A real disappointment considering how good 
Spidey on the MO was. There's plenty of 
variety in gameplay but there's simply not 
enough action. Cool Guns anrJ Roses style 
theme tune but not much else, Comics fans 
only. 

82% 

• ASCII 

A unique 3D puzzle game for advanced 
game fiends. Lots to do bul gameplay can 
become frustrating. 



STARFOX 



85% 



• Nintendo 

Japanese version of visually impressive 
space-based 3D shooter featuring new SFX 
chip. Not as good as we hoped — and a little 
on the easy side — bul still a great gaming 
experience. Mot to sure about the hefty price 
tag though. 



S1ARWNG 



Official UK version of StarFox. 



SFI 



82% 



• Capcom 

The best beat-'em-up ever! Huge 1 6-meg 
cart boasting awesome graphics and 
incredible long-lasting payability. The only 
fault is the minor control problems — some 
of he special moves take a while to master 
but once you sort this ot the game is only 
limited by your own skill. 




SF I TURBO 86% 

• Capcom 

With superb speed, sound, graphics and 
addictiveness SFU Turbo is the best beat- 




Sims/Strategy 
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Giiirio QR 



'em -up lo date, Four new characters to 

masler, loads of new moves and super fast 
gameplay — you won't know what hit you. 



STRIKE GUNNER 

• NTVIC 

A limited-appeal blaster with simultaneous 
iwo-player option but far too easy! 



STRIKER 



82% 



• Elite 

Loads of options allow you to customise 
every stage of gameplay from players' 
attributes to pitch surface. Very easy in one- 
player mode but ihe 64 (earns make two- 
player games great fun. 

SUNSET RIDERS 89% 

• Konami 

Arcade perfect conversion, a brilliant side on 
shoot- 'em -up, it's bright, loud and great fun. 
Easy to pick up, hard to finish, 

SUPER ACTION FB ALL 77% 

• Nintendo 

This innovative American football Sim uses 
an unusual slanted perspective in attempt to 
capture the thralls, 'n' spills of NFL action. 
Unfortunateiy it only succeeds in giving the 
action a disorientating feel, Still a pretty good 
game though not in Maddens' class. 

SUPER ADVENTURE ISL. 84% 

• Hudson Soft 

This fruit collecting arcade classic has been 
around for years but still plays and looks 
good. Good graphics and a wicked 
soundtrack let down by frustrating gameplay. 

SUPER AR DIVER 88% 

• Sunsoft 

Amazingly last, extremely addictive and 
visually tremendous shoot-'em-up, 
Incorporating stunning Mode 7 scrolling. 



SUPER ALESTE 



78% 



• TOHO 

A fast vertical shoot-'em-up that's really 
ralhernice and delailed. 

SUPER BASES LOADED 45% 

• Jaleco 

Also known as Super Pro Baseball. Sketchy 
baseball sim with an un-finished look to Ihe 
graphics — good gameplay but lacks 
presentation. 



SUPER BATTER UP 



83% 



• Namco 

Definitely no picture to look at but get past 
the sketchy pain-by 'numbers graphics and 
this Is one of lha better baseball sims. Quick 
and responsive wilh plenty of good 
gameplay- 

SUPER BATTLETANK 57% 

# Absolute 

A far loo basic tank sim launched on ihe 
back of Ihe Gull War. Superb graphics but 
the controls are frustrating and the constant 
flicking between map screens to Find your 
location drives you crazy. 



SUPER BOMBERMAN 



81% 



• Hudsonsoft 

The best multi -player game around. Grab a 
four-player adapter and this otherwise limp 
one -player game transforms into an 
addictive and exciting experience. 



SUPBt BDWUNG 70% 

• Tcchnos 

A good four-player cartoon-style tonkin 
bowling sim with a real raunchy rock 'n' roll 
soundtrack. Fun wilh friends but boring on 
your own. Once you master (he right place 
on the lane you can score a strike every 
time. 

SUPER CONFLICT 78% 

• Vic Tokai 

Average graphics and tunes are easy to 



Arcade 



ignore in this curiously engrossing war sim. 
A trifle dull for solo players but cracking good 
lun for two! 



63% SUPER CUP SOCCER 



72% 



• Jaleco 

Also knowrn as Super Goal. Easy to play 
one- and two-player side-on soccer sim 
lacking variety and realism — there are no 
yellow or red cards! 

SUPBt DOUBU DRAGON 70% 

• Tradewest 

Rough 'n' ready sideways scrolling beat- 

'em-up Graphics and FX are bland but 
gameptay is fun especially for two players, 

SUPER DUNKSHDT 

See NCAA Basketball 

SUPER EMPIRE STRIKES DACK 95% 

• JVC 

The best shoot-'em-up ever! It's got it all — 
varied gameplay, three different characters, 
loads of villains and perhaps the best Mode 
7 flying we'll ever see. Buy it today! 
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SUPER FIRE PRO WRESTUNfi 45% 

• Human 

Hilariously bad to the point of almost being 
good simultaneous four-player multi tap 
wrestling game, 



SUPER FORMATION 
SOCCER 



84% 



• Human 

Slightly inferior Japanese version of Super 
Soccer. Slick 3D footie sim with great 
graphics. One- and Iwo-player option plus 
two players simultaneously against (he 
computer, Moves are a little limited and this 
version has no yellow cards or penalty shool 
out option. 



SUPffi FORMATION 
S0CCH2 



70% 



• Human 

Fun lour player mode, but needs more variety 
for soloists. Desprte ihe redrawn graphics, no 
real i improvement over the original . 

SUPBt GOAL 

See Super Cup Soccer 

SUPER GHOULS 'N GHOSTS 88% 

• Capcom 

Classic arcade action that stilt stands the test 
of time. Very challenging and occasionally 
sluggish — a real tesl ol your skills. 



SUPER JAMES POND 



85% 



• Ocean 

This classic features some of the most 
colourful graphics ol any sues game but 
suffers from a ridiculously easy difficulty 
setting and slow gameplay. Best suited lo 
younger players. 



SUPER KICK OFF 



78% 



• An co 

Overhead very fasl football game wilh 
2 il lion s of options — poor scrolling leads to 
frustrating gameplay. 

SUPB1 NBA BASKETBALL 88% 

• Tecmo 

Brilliant official MBA basketball game with 

Adventure RPG 



sltek scrolling, incredible fast pace ar»d greal 
controls. The best live-on-five game 
available. 



SUPER MARIO KART 



90% 



• Nintendo 

The best racing game ever' Ves, Mario and 
the gang are back in an incredibly-addictive 
karttng game. There are three difficulty 
sellings, one- and two-player options pus a 
choice of Grand Pnx, Battle or Time Trial. 
Non-slop fun bul maybe a bit limited for solo 
drivers. 




SUPER MARIO WORLD 95% 

• Nintendo 

Mario's first snes adventure is packed with 
% levels to explore and masses of tricky 
puzzles to solve, bonus rooms lo find and 
special worlds lo conquer. Superb cute 
graphics, brilliant theme lune and Ihs best 
payability ever — recommended to 
everyone. 



Ingredients in the gameplay department. 
Could' ve bean wonderful. Oh well... 

SUPER PRO BASEBALL 

See Super Bases Loaded 

SUPER PROB0IECT0R 

Sea Contra Spirits Also known in US as 
Contra III 

SUPER PUTTY 87% 

• System 3 

Fantastic, bright graphics, greal sound and a 
groovy control method are hampered by 
serious difficulty and only tour levels. 

SUPBt R-TYPE 83% 

■ IREM 

One of the first four UK Pal Super Nintendo 
releases and it's easy to see why. This highly 
addielive sideways-scrolling space-age 
blaster has loads of power-ups, great 
graphics and sound and a nice and tough 
difficulty setting. 

SUPER SMASH TV 87% 

• Acclaim 

Based on futuristic Running Mar style quiz 
show where the aim is to kill or be kilted.Slick 
and sharp presentation with great sampling 
and music make ihis acdon-pac ked arcade 
conversion addictive as hell. Firing controls 
are a bit tricky al first as each of the four 
buttons fires in a different direction but this 
doesn't take too log loo get lo grips with. 




SUPER OFF-ROAD 



51% 



• Tradewest 

Raoe off-road trucks around indoor circuits 
filled with hazardous obstacles. Prize money 
is awarded depending on position and there 
are plenty of upgrades to buy and different 
levels but repetitive gameplay gets boring. 



SUPER PANG 



86% 



• Capcom 

This bubble-bursting arcade conversion 
pits a boy and his gun against ever 
increasing quantities of bubbles. The aim is 
to blast the lot and grab the power-ups 
before moving onto the next level where 
things gel even tougher. Greal gameplay 
but no two- player game. Highly addictive. 

SUPffl PLAY ACTION 

FOOTBALL 77% 

• Nintendo 

Disappointing American football sim 
considering how brilliant Nintendo's other 
releases have been. All 28 NFL teams 
are here, plus College and High School 
teams. Features three different control 
systems depending on difficulty and some 
cool moves but is missing vital 



SUPS SOCCER CHAMP 

See Hal-Trick Hero 

SUPER STAR WARS 82% 

• JVC 

One of the best shoot- 'em-ups of all time 
and a total gaming experience. From the 
second the amazing movie-style 
introduction and stunning theme tune starts 
up you're hooked. A top-notch game thai is 
instantly addiclive. Brilliant visuals, brilliant 
FX and it is so simple to play it's 
unbelievable. The Only problem Is that it's 




Beat-em-up 



Platform 
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noi too difficult to complete bul even so you 
won't be abb to slop going back for another 
go. Definitely has to be seen (and heard!) to 
toe believed. 



SUPER STRIKE EAGLE 



78% 



• Mlcfoprose 

A fast and furious flight sim featuring 
excellent mode 7 scaling and rotation. 
Gameplay becomes repeiilive after a bit of 
play though. 

SUPER STRIKE GUNNER 55% 

• NTVIC 

Very easy up-i he-screen space-based 
shooter that lakes about an hour to go mp Into 
No Instability at all. 



SUPFRSWIV 



78% 



• Storm 

Groat graphics packed with detail but mega- 
tough gameplay and no continues is very 
frustrating . Two-player simultaneous game is 
much more playable. 

SUPER TENNIS 88% 

• Nintendo 

Loads ot options to choose from including an 
excellent two-player mode. With good 
cartoon-style graphics, above average FX. 
and one of the most playable control 
systems ever, this lennis sim is very 
addictive and very realistic. One of the best 
sports games ever. 

SUPBt TETIHS + BOMBUS 85% 

• BPS 

Straight conversion of the fiendishly 
addictive Tetris. Graphics are nothing 
special but the gameplay is superb as ever. 
Bombliss is a great game in its own right 
and combining Ihe two is a great value lor 
money cart if you're a fan of classic 
puzzlers. 

SUPER VALtS 60% 

• Telenet 

Another in a long line ot samey Japanese 
platlormers. Graphics and backgrounds are 
cute but gameplay isn't challenging al all- 

T2 JUDGMENT DAY 46% 

• Acclaim 

Another disappointing film iicanca. T2 
promises so much but delivers very little. 
Frustrating gameplay and sketchy graphics 
result in limited lastability. 



TAZ-MANIA 



86% 



• T*HQ 

A original combination of racing game and 
colleet-'em-up. The graphics and the sound 
is excel lenl although gameplay becomes 
repetitive. 



TERMINATOR 



55% 



• Mind scape 

Bunng and frustrating licence thai promises 
so much and delivers very little. Despite a 
good mtro sequence, atmospheric visuals 
and digiiised movie stills once you get to the 
action the gameplay falls flat. Levels are 
huge but it's very hard and quick)/ becomes 
frustrating, annoying and then boring. 

TEST DRIVE I 78% 

• Accolade 

Realistic sports car challenge against 
computer. There's a choice of lour classic 
sports cars and a great in-the-cockpit view. 
The aim is on realism so you really gel a feel 
for speed. There area number of highways 
to race on and a few nice touches like flies 
splatling on the windscreen and Ihe grumpy 
cop who arresls you for speeding, But lacks 
exciiement. 

THE HUNT FOR RED OCTOBER 59% 

• Hi-Tech Expressions 

Limited and almost unrecognisable Super 
Scope conversion of the popular submarine 



suspense movie starring Sean Connery and 
William Baldwin, Dodgy graphics and 
uninspiring gameplay make sure (his sinks 
rather lhan swims. 

THE REN AND STIMPY SHOW: 
VEEDIOTS 79% 

• THQ 

Excellent presentation but only four levels 
make this too easy to complete. Fun and 
Iranfjc, it's crazy all the way! 

TIME SUP 80% 

• Vic Tokal 

Jusl above average graphics and sound are 
saved by the near-impossible difficulty level. 
A real test ol blasl-'em-up skills for even ihe 
most accomplished gamosplayer. 

TINY TOONS 87% 

• Konami 

Visually stunning cartoon platformer 
starring the Werner Bros gang. The dash 
control takes a while to gel used lo but 
once mastered is brilliant. The sub-games 
are superb — there's even a mini American 
football game! 

45% 



THE ROCKETEER 



i IGS 



Poor Disney licence ol a very bad film. In the 
early rounds the action consists of racing a 
plane around in circles against computer 
controlled opponents but later goes onto 
include beat-'em-up sections. 

THUNDHl SPIRITS 65% 

• Seika 

Another in a long line of samey Japanese 
shoot-'em-ups. Decani graphics but nothing 
in the gameplay department to interest- 



TOM AND JERRY 



44% 



• Hi -Tech Expressions 

A lifeless conversion of a classic . Some 
really good graphics bul the annoying control 
system makes gameplay really frustrating . 



TOP GEAR 



88% 



A Ketneo 

Also known as Top Racer in Japan, this is 

one ol the great racing games ol aN time. 
Four cars, loads of (racks and super 
gameplay make sure you 'II be playing under 
the chequered flag comes down . 

TOP GEAR 2 84% 

• Kemco 

An update of Top Gear, ihis improved 
version includes a whole host ol add-ons 
and a huge amounl ol tracks. Nice, clear 
graphics but average sound. One for 
enthusiasts. 



TOTAL CARNAGE 



84% 



Puzzle 



• T-HQ 

Competent, worthy sequel to the rather 
coot Super Smash TV, TC has much 
larger playing areas and ultra-ace power- 
ups. but utimalely disappoints considering 
the strengths of other shool-'em-ups 
available. 

65% 

• Storm 

An unoriginal, well made puzzler. Fun In two 
player mode but one player needs more 
variety. With 175 levels, rf a quite a 
challenge. Entertaining and uncomplicated. 

TUFFENUFF 65% 

• Jaleco 

An above average beal-'em-up with large 
sprites, impressive speech and an action 
replay feature, 

TURTLES N TIME 75% 

• Konami 

Great visuals with rockin' sounds and 
speech. Fun to play but lacks challenge and 
variety. 

Shoot-'em-up 



ULTRAMAN 51% 

• Bandai 

Seasoned Japanese beat-'em- up which 
looks pretty oul ol date these days. Some 
good touches but otherwise lifeless. 

83% 



UN SQUADRON 



• Capcom 

One of ihe earliest Capcom classics this 
impressive arcade- style plane-based shooter 
still stands the test of lime prelty well, ft was 
a major hii on the Super Famtoom and it's 
going strong to (his day. There are pienly of 
weapons, loads of enemies and impressive 
graphics, unfortunately it suffers badly from 
'slow down ' when Ihe re is plenty of action 
on-screen. 

VIRTUAL SOCCffl 80% 

• Hudson Soft 

A poor man's Sensible Soccer. Visually and 
aurally strong, but clumsy gameplay lets a 
promising game down. 

VUAIALAE COUNTRY CLUB 76% 

• T&ESoft 

Graphically impressive but plodding goil sim 
over one ol the world's most spectacular 
and unforgiving courses. The scenery takes 
your breath away bul the gameplay is too 
slow. 

WARP SPEED 75% 

• Accolade 

Cool looking spaced-based blaster with very 
impressive use of Mode 7. Gameplay is slow 
as you fig hi enemies one-on-one rather than 
blast il Out wit a whole fleet. 

37% 

• Gametek 

American Hangman-style TV quiz game 
That's a laugh lor a group but tiresome for (he 
single player. 

WING COMMANDS! 84% 

• Mindscape 

An excellent inlergaiactie fighting adveniure 
wilh stunning visuals, oodles of missions and 
space scum to blow away. Graphics can be 
a bit dodgy and there is some slowdown 
when the action gels really hot. 

WING COMMANDER: 

THE SECRET MISSIONS 81% 

• Mindscape 

An improved version of Wing 
Commander wilh all new missions but an 
idenlical format. 

WORLD CUSS RUGBY 78% 

• Imaginoer 

Unusual but enjoyable cartoon rugby union 
sim released on the beck of The popularity ot 
ihe World Cup. 

65% 

• Microprose 

Well executed word- variation of ihe classic 

Tetris, cool lunes and stills but too little skill 
required to make il last. 



WWF WRf STLEMAWA 



80% 



# Acclaim 

A good arcade conversion capturing all Ihe 



thrills and spills of WWF wrestling. Tough al 
firsl with a lot of button prodding. 



X-ZONE 



61% 



• Kemco 

Another SuperScope game, and easily the 
best Of a very bad bunch. The aim of this 
shooter is to overcomes the defences of a 
comp' iter that's gone out of control. 

XARDNW 60% 

* Asmlk 

Jap blaster wilh neat graphics but just not 
fast enough. The highlight is the smooth 
scrolling and the Conlra-type gameplay 
which raises it to just-above-averagp 

79% 

Nintendo 

Cute, competent puzzler with fast, furious 
Iwo-player mode and bags of Mario appeal 
make Ihis a good alternative to Telns. 



ZELDA3: 

A UNK TO THE PAST 



93% 



• Nintendo 

A superb RPG with great effects and 3-D 
maps. The graphics aren't spectacular bul 
the rivelting gameplay and ihe challenging 
but no! overpowering puzzles make this one 
of the best games ever. 




ZOMBIES 



90% 



• Konami 

An excellent B-movie homage. Varied 
villains Irom psycho babies lo chainsaw- 
wielding madmen and a frantic arcade 
style make this a tun, furious belter of a 
cart. 




That's all for this issue but to celebrate 
the New Year we'll be giving Directory 
Enquiries a complete overhaul to keep you 
up to date with all the latest offerings on 
the Super Nintendo games scene — 
miss it at your peril... 



Sports/Racing 
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Despite all the hype 
surrounding 32-, 48- and 
64-bit consoles, the 
future ol video games is 
looking bleak. Despite the 
comforting thoughts of 
'Project Reality' the real 
truth is somewhat 
darker... 



The introduction of affordable home 
computers in the early '80s inspired a 
generation of games programmers. 
In the last decade consumer demand 
has moved away from home 
'computers" (such as the Spectrum and 
Amiga) ottering the ability to learn' basic 
programming and run educational software, 
toward 'consoles' marketed specif icalry as 
games playing machines. In effeci this cycle 
has created a new generation of games 
players without any programming experience 
bar a handful of Computer Studies lessons in 
Pascal and a couple of hours on a BBC Micro. 
Ironically, the rise in technology has gone 
hand in hand with a decrease in the number of 
computer-literate games programmers. Sound 
strange? Well think about it. How does a 
games player learn to program? 

Ask any present day snes programmer 
where he learned his Irade (female 
!nui:)i;iniiiii?r?; arc. i.;m?r than ; ,r;f:". QD-HOM 
drives!) and a pound to a penny one of three 
hallowed words appears in their reply — 
Spectrum, Commodore 64, Amiga. To a new 
generation of console owners the home 
computers of the early '60s are pieces of junk. 

They Saugh al the thought of games like Manic 
Miner, Jet Set Witty, Scramble, Elite, international 
Karate Plus and Jet Pack, using minute amounts of 
memory to create, what are by today's standards, 
dreadful graphics and appalling blrppy sound. 



Take a great game like Jet Pack for example — 16k 
of gaming genius, Nowadays 16-meg carts are the 
norm and Street fighter II Tsjiixt weighed in at a 
whopping 20 meg, so what makes Ihese eariy games 
so good? 

Sound advice 

Contrary to popular opinion, sound and graphics don't 
make a good game. The increased amount of memory 
available on modern carts allows console programmers 
to have layers of impressive effects but it's all too easy 
to get carried away with these added extras and forget 
tire ail important factor — gameplay. 

■ When programmers like David Brabben (of Elite 
fame) began developing a game they were working 
within tight constraints. You're never going to have great 
graphics or sounds on a Spectrum so all the effort went 
info gameplay. If s these early games that the inspired 
the current crop of snes programmers and without Ihem 







Ironically, the rise in technology 
has led to a decrease in computer- 
literate games programmers! 

there would be no Starwing, Lemmings or Jurassic 
Park 

The situation now is the current generation of 
gameplayers have been reared on consoles rather than 
home computers. So, if they're totally amazed by Street 
Fighter II Turbo and inspired lo write a new improved 



sequel or have a great idea for an original game, how 
do they go about learning to program? 

The obvious place to start is at school either in 
computer studies class or computer club. Unfortunately, 
the modem curriculum places little emphasis on games 
programming and the latter are infrequent and 
underfunded. So how about the old fashioned way — 
take your machine to bits and tinker around until you 
find out what does what. Sadly, taking the snes to bits is 
a tricky task and reveals little, olher than a peek at the 
processor and an invalidated warranty, 

So how does a prospective snes or 'Project Reality" 
programmer get his break? More by luck than 
governmental support our research suggests. One 
problem is game programming is still seen as a 
recreational hobby, rather a valuable skill that can 
benefit the entire community. The work of games 
programmers has lead to 'virtual' training for our pilots 
and armed services, yet the positive role games can 
play in society is rarely shown. 

Instead, many groups of society 
continually portray video games as a 
detrimental influence on today's youth, 
turning otherwise healthy adolescents into 
unhealthy, anti-social layabouts. True, we all 
know those who have skipped classes in 
favour of an afternoon down the focal 
arcades and there's no way we can condone 
this, but just what if there was an outlet to 
encourage prospective programmers? 
They're not social outcasts and indeed have 
a great deal to offer modem society, In an 
information-led age we need knowledgeable 
computer experts to lead us into the 
twentieth century. 

While Project Reality' looms on Ihe 

horizon, the true reality is if we do not look at 

the long-term implications of the shift away 

from home computers lo consotes, the 

chances of the console market stagnating 

grow steadily larger. Look at the Mega CD. 

New technology, increased capacity tor 

■quality games; what do you get? Nice intro 

sequence, great CD sound but poor 

gameplay. Nothing you can't do on a Mega 

Drive. Ask yourself why? 

While Ihe government appears to be unwilling to 
introduce more computer programming courses, now is 
the time for Nintendo to enter the arena and preserve its 
own industry by setting up "Neducation training centres' 
They could even teach part-lime plumbing I ■ 




Mega Man 
Super Chase HQ 
Secret Of Mana 



The Art of Fighting 
Alfred Chicken 
Jungle Book 






PLUS don't miss your 
FREE amazing gift! 

We can't tell you what it is but take 
it from us — you won't be 
disappointed! 
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Welcome to the world of 
RANMA1/S Explosive free Fight, 
the hottest new blockbuster from the 
phenomenon that is.** MANGA! 

You're about to set out on a breath-taking hyper-adventure. 
The powerful, pixel -punching graphics 
will make your head spin like a blow to 
the temple. Featuring the most s 

outrageous cast of characters*** 
they'll leave you clutching on to your sanity by the 
otackbclt of your judo suitl 
RANMA 1/2 - A doiem animaniaes 
causing mayhem in a mind-blowing, 
body-bruising battle of wits. 
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